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e take our jobs very seriously 
here. As much as we enjoy 
playing games and writing about 
them, we know that our opinions 
R are taken very seriously by you. 
That's why I'm not afraid to mention Microsoft's 
competition in this editorial. It's not just because the 
Mission Statement on the right-hand column says 
we'll be impartial and honest, but because | know 
that many of you, like me, have played games on 
every platform for over twenty years; and that you 
can appreciate the need for a little open discussion 
when the situation calls for it. Like our comparisons 
of V8 Supercars 2 to Sony's Gran Turismo series, 
which are sure to get a a few people upset. 

See, | was there when the first Gran Turismo 
was released. | was singing its praises and saying 
words to the effect of 'best racing game ever' in my 
best impersonation of the comic book guy from The 
Simpsons. But it was by no means perfect. After the 
first sequel | grew less tolerant of the fact that the 
driver Al would still allow me to slam into the side 


of a rival car at full speed to buffer my way around a 


sharp turn. When the third game came out on PS2, | 
simply couldn't believe that the game still doesn't 
feature any car damage. Nevertheless, the series 
received all the credit it deserved and it became the 
number one racing simulator on PSone and PS2. 


But then something strange happened. People 
started believing that because it's the racing sim of 
choice that it is technically perfect. And there were so 
many people who bought the Gran Turismo games 
that it was generally accepted to be true. Again, all 
credit to Sony - you can't buy PR like that. But at 
some point in time, someone's going to have to point 
out that the Emperor's not wearing any clothes. 

Like Gran Turismo, V8 Supercars 2 isn't a 
technically perfect racing sim, but it plays the way a 
modern racing sim should play, with physics, 
handling and driver Al that fans have been wanting 
for years. I've got no idea what Sony has in store 
with Gran Turismo 4 and | wish them the best of 
luck, but as far as we're concerned, V8 Supercars 2 
is the best racing sim that money can buy today. 

Happy Gaming! 


KEVIN CHEUNG 
EDITOR, OFFICIAL AUSTRALIAN 
XBOX MAGAZINE 


DOOM3 


ON THE COVER// 


Be afraid. On page 036. 


NINJA GAIDEN 
Slice ‘n Dice - page 052! 


V8 SUPERCARS 2 
Reviewed at page 058! 


BOT STOMPERS 
Mechassault 2 on page 046! 


MAGAZINE 


OFFICIAL 


>> THE BEST XBOX NEWS AND REVIEWS 


PLAYABLE 
>> THE EXCLUSIVE SOURCE FOR PLAYABLE XBOX DEMOS 


FIRST 


>> NEWS, PREVIEWS & REVIEWS BEFORE ANYONE ELSE 


WHAT'S IN IT FOR YOU | 


>> THE OFFICIAL Australian Xbox Magazine is written by 
a group of experienced gamers vvho ve spent their lives 
playing games. We believe that games are the most 
exciting form of entertainment there is. This magazine will 
reflect that at all times. 


>> WE BELIEVE THAT the arrival of Xbox represents one of 
the most important developments in video games. Xbox 
will not ‘kill’ the PS2 or GameCube - and as gamers we 
wouldn't want it to. However, the power and 
technological innovation offered by Microsoft's new 
machine will result in better games and more choice for 
Xbox owners. 


>> BEING THE OFFICIAL Australian Xbox Magazine means 
that we are in the best position to give impartial, honest 
review scores. We don't do any deals to get access to 
finished games. As a result, we're in the best possible 
position to give you what you deserve - balanced, 
objective and accurate reviews on which to base your 
buying decisions. 


2» MICROSOFT HAS no access to, or influence over, the 
Official Australian Xbox Magazine. The company's 
involvement ends once it has made available to us 
materials we need for the magazine, and it will only read 
our reviews when you do. 


>> HOWEVER, BECAUSE we are the official magazine, we 
have unprecedented access to the newest Xbox games in 
development and the people making them. Our coverage of 
forthcoming titles will take you closer than ever before to 
the most exciting new games. We will talk to the developers 
and publish the best new screenshots before anyone else. 


>> OUR OFFICIAL STATUS allows us to get closer to every 
Xbox story, rooting out the truth from the rumours and 
speculation. Because we can go directly to the people 
involved, you can be assured that every story in the 
magazine will be accurate and truthful. 


X» THE OFFICIAL AUSTRALIAN XBOX MAGAZINE is part of 
a huge network of games journalists across the globe, ready 
to visit games developers wherever they are and report 


>> WE BELIEVE that the readers of the Official Australian 
Xbox Magazine are one of our most important assets. 
While it's our job to provide you with the demos, news, 
previews and reviews you need, we want to be a place 
where your opinions and expertise can be shared with 
the new Xbox community. 


RAN ARNE 


UNIVERSAL 
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EXCLUSIVE PLAYABLE GAME DISC 


ONLY AVAILABLE WITH THE OFFICIAL AUSTRALIAN XBOX MAGAZINE 


ON THE GSE 


HOLY HAND GRENADE! There are a 
massive twelve playable demos on this 
month's cover DVD! 

Tenchu: Return from Darkness is 
where you should start. It's stealthy, it's 
fun, and it'll give you a great dose of 
ninja action. 

Teenage Mutant Ninja Turtles will 
provide you with even more ninja 
goodness as the pizza-chomping shelled 
ones beat up some ninja nasties. 

Alias will provide even more beat 
'em up action as you step into the high- 
heeled shoes of secret agent Sydney 
Bristow. She's got great looks, great legs 
and a mean right hook to match. 

For a complete change of pace, 
check out the racing action in R: Racing, 
an offshoot of Namco's mega-popular 
Ridge Racer series. SWAT: Global Strike 
Team will provide you with some decent 
shoot ‘em up fun and Scooby Doo! 
Mystery Mayhem will be perfect when 
you just don't want to take anything too 
seriously. Also don't forget about the 
classics on this disc: Buffy, Spider-Man 
and Dead Or Alive 3. 

Enjoy the disc, and we'll see you 
next issue! 


TENCHU: RETURN FROM DARKNESS 


What You Get 
One devious level pitting you against Jinnai and his 
murderous Ronin mercenaries. 


What You Do 

You play Rikimaru, leader of a ninja clan devoted to 
putting an end to Tenrai's reign. Sneak through the 
village and assassinate the first dark lord, Jinnai, who 
resides in the central building. 


Top Tips 

Don't just run up to enemies and attack - most will be 
able to overpower you easily. Sneak up and attack at 
the split-second they notice you. A stealth kill from 


ALIAS 


What You Get 

Play through the first half of Sidney's Museum 
Infiltration. Saudi Arabia is the setting, and Sark is hot 
on your tail. 


What You Do 

Sidney has been given the alias of a museum curator. 
Go to the upper floor, evade all guards and hack into 
the terminal to disable security systems long enough for 
you to reach the mainframe and discover what SD-6 are 
planning. 2 


SWAT: GLOBAL STRIKE TEAM 


What You Get 
A heist is going down at the TLD Bank. Kingcaid and 
Jackson, two of SWAT's finest, are going in to dish out 
justice. 


What You Do 


Liberate the hostages in the bank, but beware, the entire 


place is rigged to blow. Defuse all bombs and avoid 
civilian casualties. Also keep an eye out for Carter the 
criminal mastermind. 


Top Tips 


If you own an Xbox Communicator, use it to issue 


behind earns you 1 Kanji token. 
Stealth kills from the front are 
more risky but earn you 1.5 Kanji 
tokens. Even better, filling the 
Kanji bar unlocks the Wrath of 
Heaven move. Execute this 
unblockable attack by pushing A 
and B at the same time. Make 
sure your enemy is about ten 
steps away because this move 
takes a little time to charge up. 
Anyone caught by your blade 
dies instantly, but it also reduces 
your own health to 1 point. 


Anything Else? 

Use the grappling hook to climb 
up onto rooftops. This will make 
it difficult for enemies to spot 
you and it'll also be possible to 


^* These footy players just never learn... 


Top Tips 

Either sneak through the 
museum without being seen, or 
coldly eliminate everyone. We 
prefer the first option, 
particularly because your 
disguise works perfectly until 
you reach the terminal. 


^* You're either SWAT or you're not. 


commands to Jackson. A list of 
verbal instructions can be 
accessed from the main menu. 


You can shout at criminals to 


make them run away too! 


429,5, 7 
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^* Give them some pain. 


drop down on top of them. 
Another useful item is the 
disguise kit that makes you look 
like a Ronin. In disguise you can 
walk right up to an enemy and 
slay him for an easy stealth kill. 
It only lasts for a short period 
however, and won't work 
against the savvy linnai. 


Anything Else? 

Pick up a weapon using B or 
disarm your foes by pressing the 
Right trigger and Y button at the 
same time. Check out the 
training menu for a full list of 
moves and combos. Toggle 
vision modes using the d-pad. 


Anything Else? 

Doors can be opened in three 
ways. Tap A to open it ajar, hold 
A to boot it open, or get Jackson 
to open it up with Semtex. 


GAME DISC / | DEMOS, MOVIES AND MORE 


TEENAGE MUTANT NINJA TURTLES 


What You Get 
As Leonardo, take on the Purple Dragon Gang in the 
huge second level. 


What You Do 
Drive the Purple Dragon Gang out of NYC! 


R: RACING 


What You Get 


Two game modes and six cars to choose from. 


What You Do 
Rena has ditched her career as an ambulance driver to 
become a world-class racer. She's now competing 


Top Tips 

Destructible crates contain 
energy-boosting fast food or 
shurikens. Toggle shuriken types 
by pressing the Black button. 


Anything Else? 

Points are awarded at the end of 
each level for massive combos. 
To start a combo, whack your 
opponent skyward by pressing 
the Right trigger. While he's in 
mid-air, unleash a streak of 


against five other drivers in the 
two-lap Monaco GT. Once you've 
mastered circuit racing at 
Monaco, try rallying through 
picturesque Waterbridge. Five 
kilometres of hairpin turns and 
whiplashing jumps stand 
between you and glory. 


Top Tips 

The Stress meter puts a unique 
twist on overtaking the 
opposition. Whenever you're 
drafting behind an opponent's 
car, his blue stress meter will 
start to fill up. As it becomes 
fuller, your foe will start to make 


URBAN FREESTYLE SOCCER 


What You Get 
The first half of an urban showdown between 
Shakedown and the BMX Crew. 


What You Do 
Aerial skill counts for a lot. Use the Left trigger for shot 


modifiers and volley the ball 
between your players. Each 
successful volley earns you skill 
points at the end of the game. 


Top Tips 
Your stamina bar limits the 
amount of time you can dribble 


the ball. Sprinting causes the bar 


to empty faster. Keep passing 
and volleying and you should 
never have to worry about 
running out of steam. 
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^* Covvabunga is the word! 


E LL 


weak and strong attacks before 
quickly moving onto the next foe. 


mistakes letting you slip right past. 
Fill their bar up and they'll 
probably slide off the road. Some 
opponents have cool heads, so . 
their stress bars are more difficult 
to test. 


Anything Else? 

Brake Assist is turned on by 
default. However, it's a little too 
effective at times, slowing you 
down when you don't need to. 
Once you've mastered the cars' 
handling, turn it off for manual 
braking with greater efficiency. This 
will help you achieve much faster 
race times. 
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4 Are you mean enough? 


Anything Else? 

Cheat to your heart's content. Run 
up to an opponent and press 
White or Black to trip or punch. 
You can even pick up a traffic cone 
and wield it as a weapon. 


SCOOBY DOO! MYSTERY MAYHEM 


What You Get 


Three spine-tingling levels to enjoy. 


What You Do 
Scooby and Shaggy must recover the Tome of Doom. 
This supernatural book has the power to capture ghouls 


and ghosts. You'll have to find 
Thelma's glasses so you can 
read how to use the Tome. 


Top Tips 

Mayhem at the Movies is a 
ghost-busting mission. The duo 
must capture every ghost on the 
film set and there are some 
nasty poltergeists to exorcise. 


Anything Else? 
In Weird Wild West, Scooby and 
Shaggy are caught on a runaway 
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^* Zoiks! | want a Scooby snack. 


mine cart with loads of pitfalls and 
obstacles. Steer the cart by leaning 
left and right. And jump when you 
see debris lying on the track! 


STEEL BATTALION: 
LINE OF CONTACT 


PROBLEMS 
YOUR DISC? 


THIS IS an octagonal arena with a tunnel around it. Both ends of the tunnel join with an 
observation tower. There’s an elevator in front of the tower and one under it. It overlooks a 
central reservation with three entrances and an ice pool below a walkway. If you're 
submerged, you'll die from hypothermia rather than being eaten by the Ice Shark. 


THIS HOMAGE to Doom takes place on a three-tiered citadel. The central tower has two 


walkways around the outside and an interior elevator to the third storey. Four smaller 
structures surround the central tower. Their turrets can be reached by using the central 
tower's elevator or by accessing a teleporter hidden away in an alcove at ground level. 


LEVIATHAN B is a compact map. It's very intense - a large central corridor with upper 
walkways on either side. A network of passages at either end give easy access to the 
second floor. As a result of the level's simplicity, there are no sniper positions and 
nowhere to hide. The walkways up to the second storey are littered with adrenalin pills. 
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RAX 


Leviathan 
AquaMortis 
Inferno 


Keep your eyes on 
OtarosRun 


the prize. Anew 
capture the flag 
level for Unreal 
Championship 2003. 


^ If you own the full game you can enjoy four massive UC levels. 


YOU MUST HAVE an Unreal 
Championship save game on your 
Xbox hard disk (check this using the 
dashboard). If not, load up the full 
game of Unreal Championship and 
create a new profile. Load the demo 
disc and select the Extra Content 
option from the menu. Select the 
content, wait for it to download to 
your hard disk and press A to return 


to the main menu. Return to the full 
game of Unreal Championship and 
load your profile. Go to the Instant 
Action menu or System Link and 
choose Aqua Mortis, Inferno and 
Leviathan B from the Deathmatch, 
Team Deathmatch and Survival 
menus. Otaros Run can only be 
selected from the Capture the Flag 
menu. 


RED AND BLUE crystals emitting a mysterious aura indicate where the teams’ 
boundaries lie. A bridge running through the centre of the level provides the most direct 
route between bases, making it a vital strategic point and a flashpoint for pitched 
battles. The bridge is also littered with adrenalin pills, a shield and several health 
power-ups. A double damage power-up lies directly underneath. Collecting this will 
make it very easy to cut a path through the opposition and steal their flag. 


MIDWAY 


IGH LEVEL ANIMATED 
VIOLENCE & MEDIUM LEVEL 
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FIGHT NIGHT 2004 // 
Knockout Kings gets a facelift. 


WHIPLASH// 


Zany furballs tear the place up! 


" SILENT SCOPE // 
A game about sniping, not photography. 


4 
SE 
DOOM 3 // 
Exclusive first look at Id Software's scary new first-person shooter. 


E MECHASSAULT 2 // 


Microsoft has completely changed the game, and for the better. 
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NINJA GAIDEN // ^ 


Even without decapitations, it's still the best ninja game there is. 
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TENCHU //056 


Activision's cracker ninja series is finally on Xbox. 


V8 SUPERCARS 2 //058 


The most realistic racing sim we've ever played. No, we're not exaggerating. 


SCOOBY DOO! MYSTERY MAYHEM //074 
Zoiks! What happened to Sarah Michelle Gellar? 
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CURSE: EYE OF ISIS //080 


Survival horror of the slightly cliched kind, now on Xbox. 


»FIRST LOOK 


STARSHIP TROOPERS 
THE CHRONICLES OF RIDDICK 


»INCOMING: NELUG 


BURNOUT 3 

HARDWARE IN FOCUS 
DEVELOPER DIARY 
RALLISPORT CHALLENGE 2 


»EXCLUSNE ACCESS 


DOOM 3 
MECHASSAULT 2 


»RENIEWS 


NINJA GAIDEN 

TENCHU: RETURN FROM DARKNESS 
V8 SUPERCARS 2 

WORLD CHAMPIONSHIP RUGBY 
FIGHT NIGHT 2004 

WHIPLASH 

SILENT SCOPE COMPLETE 

ALIAS 

CARMEN SANDIEGO 

SPY HUNTER 2 

DEAD MAN'S HAND 

SPAWN: ARMAGEDDON 
CROUCHING TIGER HIDDEN DRAGON 
SCOOBY DOO! MYSTERY MAYHEM 
PITFALL: THE LOST EXPEDITION 
MX UNLEASHED 

MTX MOTOTRAX 

R: RACING 

URBAN FREESTYLE SOCCER 
CURSE: EYE OF ISIS 

THE CAT IN THE HAT 

LMA MANAGER 2004 

DANCING STAGE UNLEASHED 
BARBIE HORSE ADVENTURES 
ROBOCOP 

THE HAUNTED MANSION 

PUYO POP FEVER 


»PLAYLNE! 


V8 SUPERCARS 2 COMP 
LIVE WEBLINKS 


»REGULARS 


CHARTS 
LETTERS 
SUBSCRIPTIONS 
NEXT MONTH 


ON THE DISC: PLAYABLE 


>> TENCHU 

>> TERMINATOR 3 

9 SCOOBY DOO 

>> ALIAS 

3> AND LOADS MORE! 
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> ISSUE 27 Du 


Pies | 


World exclusive looks at the very newest Xbox games in development 


to crush the bugs and save the human race from extinction 


Starship Troopers 


Bugs attack Xbox. Would you like to know more? 


WORDS: BEN LAWRENCE 


GAME INFORMATION 


SOCIAL COMMENTARY, a satire 
D] about modern warfare, a sly peek 

at the inner workings of today's 
government hive. Are we the bugs, or are 
they? Are we the good guys, or the 
oppressors? Questions, questions, 
questions. Let's just fry some bugs. 

The 1997 film Starship Troopers has 
always lent itself to the possibility of being 
a bloody good first-person shooter. The 
swarms of arachnids, the high-powered 
weaponry, the Master Chief-style body 
armour... it was calling for a console 
conversion, wasn't it? Step forward 
Strangelite Studios, a company with more 
determination and guts than an entire 
dropship full of troopers. 

The story takes place five years after 
the end of the movie on a mining planet 
that is overrun with arachnids. You go in 
there, you sort out the mess. Easy, right? 
“It's like the old days of Doom,” says 
assistant producer Chris Jones, “only with 
a lot more enemies”. And a lot more guns 
too, by the sounds of it. “Starship Troopers 
isn't about having goo guns and lightning 
cannons, it's all very realistic and we want 
to keep it that way.” 


Dig OFFICIAL AUSTRALIAN xX80X MAGAZINE 


Although there was scope to create a 
cross-genre game with spaceship fights, the 
action has been solely focused on ground 
fighting and the mobile infantry. From 
scouting dark, terrifying mining shafts (with 
real-time lighting for added chill factor), to 
defending besieged outposts, there's going 
to be a real variety in gameplay. 

“The defence of Whiskey Outpost will 
be something special,” Jones smiles. “And 
if you think the Tanker or the Brain Bug are 
the daddies of the Starship Trooper bug 
world, then you ain't seen nothing yet." 

In fact, there are going to be quite a 
few nasty surprises lurking in dark places. 
We've been promised gruesome deaths, 
dark humour, new weapons (not goo 
guns, though), and a custom-built game 
engine that will replicate the swarm upon 
swarm of arachnids which are guaranteed 
to have your trigger finger aching. 

Of course, one of the most important 
aspects of an FPS these days is the almost 
imperative multiplayer option. The guys 
have hinted that standard gameplay will 
see you forming part of a cohesive unit 
rather than being a gung-ho lone hero, and 
this may well mean a very interesting take 
on the multiplayer option. Just imagine 
commanding a dozen or so people via 
Xbox Live to protect a bug-infested outpost, 
or leading a team through a valley overrun 
with flying arachnids. Well, it could 
happen, but the Strangelite team stresses 
that if it's going to do it, then it's going to 
do it right. Lock and load soldier, 
you're going to need more than el 
just ant powder and fly paper. 


—— 


^* The bugs will come from anywhere in order to get you. 


^* Underground isn't the best place to hide. 


^* This is not a sign you want to see a lot of. 


WORLD EXCLUSIVE FIRST LOOK STARSHIP TROOPERS 


H BRAIN IN THE ARSE 


STRANGELITE is promising 

bigger, better and nastier bugs, 

and the humans are also better 
equipped to deal with the menace. The 
underground-dwelling Brain Bug (Cerebus 
Rex) is back and looking just as repulsive 
as it did in the film, but the troopers are 
ready for him. The dropships are vastly 
improved, as is the troopers’ armour. It 
actually protects them this time. So, 
although Cerebus Rex would love to get 
his sticky proboscis into the soft tissue of 

a trooper's skull, he's going to have 
his work cut out for him this time. ^* Back and as ugly as ever - the Brain Bug. 


ye 


^* You're going to need a few cans of Raid for this little beauty. 


BONUS 
INFO 


>>PRETTY DEADLY 
The team has 
implemented a 
groundbreaking 
weather system in the 
game which will 
recreate the rising and 
setting of the sun. As 
you progress through 
the day, the sun will 
cast different shadows 
on the landscape and, 
as it sets, everything 
will be bathed in pink 
and reds, just like in 
real life. 


>> BODY PARTS 
There's a new ragdoll 
physics system being 
used in the game which 
will look great when 
someone's had their 
brains sucked out and 
is tossed aside like an 
old banana skin. 
Gruesome stuff! 


A CHEEKY CHAPPIE: TO MAKE THE ACTORS FEEL MORE COMFORTABLE WHILE FILMING THE ORIGINAL MOVİES NUDE SHOWER SCENE, DIRECTOR PAUL VERHOEVEN STRIPPED NAKED TOO. BLUERGH! 
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^* Two on one may help if you're lucky. 
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nicles of Riddick 


Pitch Black scores Xbox-exclusive prequel 


WORDS: GAVIN OGDEN 


GAME INFORMATION 


PINCH YOURSELF. GO ON. Harder. 


D Don't be shy. The game really 
does look this good. We'd even 
go as far to say it's up there with Doom 3 
and Halo 2 in the eye candy stakes. How 
do we know this? How do we know it's 
not just some Photoshop trickery made to 
make us think this? Easy. We've played it 
and got the pinch marks to prove it. 

If you never witnessed 2000's sci-fi 
movie Pitch Black, then you'll have no idea 
who the hell Riddick is or where he came 
from. But producer Peter Wanat doesn't 
think that'll have an impact on the game's 
appeal at all. 

“The game is a perfect introduction to 
the character," he says. "We've taken the 
biggest badass in the universe, and thrown 
him into a Triple Maximum Security Prison 
Planet known as Butcher Bay with the 
sickest, most degenerate criminals in the 
universe.” Now if that doesn’t appeal to 
the homicidal maniac inside you, there 
must be something wrong. 

As you can clearly see, it's got the 
looks to kill and kill again. Each 
environment we watched unfold before 
us was displayed in incredible detail, 
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from the lighting to the shadows. The 
majority of the action takes place at 
Butcher Bay and there are three levels to 
the prison, each with its own very 
distinctive look. The lower levels have a 
more beaten and rusted look and, of 
course, are filled with all kinds of space- 
age nasties. In contrast, the higher 
security areas have an extremely high- 
tech look about them. As Wanat 
elaborates: “The biggest tech feature from 
a ‘looks’ point of view is the full use of 
normal mapping, which is cutting-edge 
stuff being done for the likes of Doom 3 
and Halo 2." 

Game and movie are quite different, 
though. Chronicles of Riddick the game has 
nothing story-wise to do with Chronicles of 
Riddick the movie. Confused? So were we. 
“The game is a prequel to the first movie 
(Pitch Black) and the new Chronicles of 
Riddick takes place about six years after 
Pitch Black,” Wanat explains. 

If you're familiar with Namco's 
upcoming first-person game Breakdown, 
Riddick also has first-person melee 
moments. First-person fighting features 
hooks, crosses, jabs and upper cuts, while 
melee weapons include a rusty prison- 
crafted shank, a shiny metal pipe and a 
razor sharp screwdriver. Like most fighters 
out there, a host of unique attacks and 
counter-moves will be at Riddick's disposal 
(including one where Riddick is able to 
take a guard's gun, turn it around, and use 
it on him). We liked what we saw 
and can't wait to see a bit more of O 
Riddick's world. More soon. 
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^* İt might look painful but this is how Riddick replenishes his health. 


s... 


4 Shadows and textures are on a par with cutting-edge games like Doom 


^ First-person fighting features in a similar way to Namco's Breakdown. 


3. 


WORLD EXCLUSIVE FIRST LOOK CHRONICLES OF RIDDICK 


BONUS 
INFO 


>> VIN DIESEL POWER 
Riddick actor Vin Diesel 
contributed to the 
design and story of the 
game. Apparently he’s 
quite the hardcore 
gamer in his spare time 
and enjoys nothing 
more than to while 
away the hours kicking 
ass on Soul Calibur Il. 


>>NO MULTIPLAYER? 
“We simply didn't have 
time to make a great 
single-player and a 
great multiplayer 
game,” Wanat says. 
“I'm tired of buying 
games with multiplayer 
slapped on just so it 
can be used as a selling 
point. | won't cram an 
element into the game 
because it's a "hot" 
buzzword, if that 
aspect of the game will 
not be as good as the 
othérs." You tell 'em! 
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^* This guy doesn't know that the boxes with skulls on are highly explosive. We do, so shoot as many as you can. 


iddick likes to cause lots of explosions, which is good because so do we. Deal with this fella as fast as you can. You won't like him when he's angry. 


SEE ALL EN. 


ONE OF RIDDICK'S unique 
abilities is that his eyes allow 
him to see in the dark once the 
goggles have come off, and the game 
actually reveals how this feature came 
about. Obviously this clever ability serves 
up plenty of stealth-like opportunities. 
You could shoot out the lights so it 
becomes easier to avoid guards, or use 
this advantage to sneak up behind them 
and deliver grizzly stealth attacks. Look 
out for similar effects that were used in 
the Pitch Black movie to emphasise 3 
Riddick's sensitive eyes in the game. <^ No need for lights when you can see in the dark. ^* Bright lights: you'll need shades outside, though. 


A SNAP ON: VIN DIESEL ACTUALLY PERFORMED THE SHOULDER-DISLOCATION STUNT (WHEN RIDDICK BREAKS FREE FOR THE SECOND TIME) FOR THE CREW WHEN FILMING PITCH BLACK. 
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cf EA AND MICROSOFT still haven't 
sorted out their on-going issues 
regarding Xbox Live, which means that 
the mouth-watering prospect of causing 
online mayhem in Burnout 3 is nothing 
but a dream for Xbox owners. And it’s the 
same for the recently announced 
TimeSplitters 3 and Euro 2004. Online 
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LATEST NEWS FIRST SCREENSHOTS BRAND 
EE ALLEE 


modes could make it to all three PS2 
versions, but Xbox will have to watch and 
wait from the sidelines until a deal that 
suits both companies is struck. 

So with online multiplayer options 
left behind, what does the third 
instalment of the franchise hold for us? 
Well as a single-player game Burnout 3 

E Ss 
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NEW GAMES 


still looks set to raise the bar on previous 
versions with sharper visuals, more crash 
modes and plenty of offline multiplayer 
options to cause utter carnage. 

That said, there's always hope for 
Live support, as discussions continue and 
both companies genuinely seem to want 
to strike the right deal. It's all about 


money and who gets the most. Persistent 
rumours speculate that a console- 
exclusive version of Battlefield 1942 could 
be EA's first Live-enabled game. Both 
companies need to kiss and make up if 
Live subscribers are to enjoy the fruits of 
EA's online labour.-FIFA online would be 
the start of something new... 


LATEST NEWS // FIRST SCREENSHOTS // BRAND NEW GAMES 


THE INSIDE VIEW 


MICHEL CASSIUS 
SENIOR DIRECTOR, XBOX PLATFORM 
AND MARKETING 


| HOPE THAT EA will be part of the future of 
Xbox Live. It is an important publisher on 
Xbox and would of course be an important 
one on Xbox Live just by the very nature of 
the content it releases. At the same time 
there are still discussions taking place. 

The highlights of Xbox Live's first year 
include launching in 14 countries 
in Europe, which is an amazing 
achievement. And quite incredibly it went 
very smoothly. Another high is that we 


reached the 100,000 subscribers figure by 
the end of the calendar year. 

We have 90 per cent satisfaction of 
customers using the service and these 
people are telling their friends to use it too. 
We've also launched more than 60 games 
that feature Live functionality and there are 
a further 20 to launch before July. 

We'd love to see an online soccer 
game but it again goes back to the question 
of whether EA will come to the party. 


“THERE IS CURRENTLY no change in EA's 
policy towards Xbox Live, in view of the 
fact we believe the existing third-party 
business model is unfair for publishers. 
We have, however, a great and on- 
going relationship with Microsoft and 
have more than 20 games in development 


THE EXPERT VIEW 


GLEN O'CONNELL 
SPOKESMAN FOR ELECTRONIC ARTS 


for that system. Also, in many major 
markets, EA is currently the number one 
publisher of content for the Xbox. 

Our dialogue with Microsoft 
continues to move forward and both 
sides feel the discussion is continuing on 
the right path.” 
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JITO CUT TO THE CHASE AND TELL IT LIKE IT IS 


Live is alre 
urely it's only a 


IT'S ACTUALLY NOT too hard to 
understand EA's hesitation to support 
Xbox Live. The model of (currently) free 
content downloads is diametrically 
opposed to its traditional reliance on 
same-engine annual sequels that are often 
described as little more than season 
updates themselves. 

And it can't really be blamed for being 
exceedingly careful and looking both ways 
a million times before tottering with the 
momentum of an OAP made of dark 
matter to the Live side of the road. As the 
number of Xbox owners and Live 
subscribers grows even higher, this will be 
the catalyst for change. The first rumoured 
Live EA title, Battlefield 1942, will do much 
to break the ice and we can all help to 
make the water warm when they first dip 
their toes in (no, not that way) by 


evangelising the Xbox Live service to 
friends and providing EA with Live figures 
that are no longer possible 

to ignore. 

Some time very soon EA will get fully 
behind Xbox Live because it will be 
financial nonsense not too. Many rival 
games publishers, Ubisoft particularly, are 
fully behind Xbox Live and any risk they've 
taken are paying dividends. EA will not be 
blind to that for long. 

We've heard the company line so 
many times now from both sides it's just 
not funny anymore. If both teams could 
play together we'd have been playing FIFA 
2004 seamlessly over Xbox Live for 
months now. Not to mention Medal of 
Honor: Pacific Assault, Lord of the Rings 
Return of the King, Tiger Woods 2004 and, 
of course, Euro 2004. 


That's right. The long-awaited launch of 
Master Chief's second adventure has been 018 
struct by a hefty delay, and it's official 


It's been a while since Quantum Redshift, 
but there's a new 400mph: racer on the 018 
test track about to be unleashed. 


OXM s mole has uncovered the truth 
behind the sequel to Metal Arms and the 
dirt on the new Catwoman deal 020 


Matt Wolfs explains Microsoft's 
development focus for next-generation 
consoles (read Xbox 2) and the XNA. 020 


First details and screens of Acclaim's new 
comicboolcinspired action game, 100 
Bullets. lf you liked XIII, look in here 022 


Cameron Davis takes us behind the scenes 
and shows us the latest that's happening 
with Ty the Tasmanian Tiger 2. 024 


It's the sequel from Microsoft that nobody 
quite expected! It just missed deadline this 026 
ish, so watch out for our review next ish! 


Tom Cruise and Hugh Jackman are the 
lady-charmers leading the charge, ahead of 028 
Macross Uncut and Battlestar Galactica 


Three guesses as to what's at the top of the 
charts this month. The place-getters aren't 
quite as predictable, though 032 


Another month of questions, feedback, 
fiction, abuse and humour from your fellow 
Xbox-gaming readers. 034 


A list of nearly every single Xbox game 
we've ever reviewed. Use it as your 
reference guide at the shops. 088 


New gaming events, websites and more to 
check out for your Xbox Live gaming 
calendar in the month of May. 094 


> IF YOU'RE AN OWNER OF UNREAL CHAMPIONSHIP AND YOU HAVEN'T GOT XBOX LIVE, THEN LOAD UP THIS MONTH'S DEMO DVD TO DOWNLOAD FOUR BRAND NEW MAPS FOR THE GAME! 
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Easily digestible nuggets 
of key Xbox information 


Arise, Sir Bill 

Buckingham Palace has announced 
that Bill Gates, founder of Microsoft 
and reputedly the world's 
wealthiest man, will receive an 
honorary Knighthood for his 
“services to global enterprise”, 
along with recognition of his 
outstanding charity contributions. 
That's all well and good, but what 
about Xbox? 


Watch The Darkness 


Sammy Studios has announced the 
Wild West vampire shooter 
DarkWatch: Curse of the West. 
Players assume the role of Jericho 
Cross, a gunslinger with tons of 
different weapons at his disposal, 
for both on-foot and horse- 
mounted FPS fun. 


Malice Liberated 
Developer Argonaut has finally 
found a publisher for its long- 
awaited platformer, Malice. UK- 
based Evolved Games will publish 
the adventures of the platforming 
princess and we hope to bring you 
the first review next issue, on sale 
Monday 26 May. 


Fable Gets Elfman 
Hollywood composer Danny 
Elfman is to provide the musical 
score for the long-awaited Fable 
from Big Blue Box. He's worked on 
pretty much every Tim Burton film 
ever, including Batman and Big 
Fish, and he also scored The 
Simpsons and Futurama. This will 
be the first time Elfman works with 
Peter Molyneux, who is considered 
just as prolific within game 
development circles. 


2D Fighter Comeback 
Reports from Japan have revealed 
that two new fighting games are in 
the works for Xbox from Capcom 
and Sammy. Make sure you keep 
an eye out for further news of SNK 
Vs Capcom Chaos and Guilty Gear 
XX Reloaded - both of which will 
be Xbox Live-enabled. 


Big Plans For Oz 

After the dark and haunting 
American McGee's Alice, the 
programmer who likes to put his 
name in the title of his own games 
is now concentrating on bringing 
the world of Oz to life. A big-name 
Hollywood movie studio has 
apparently signed up the rights to 
three films and an Xbox demo is up 
and running. Slowly but surely... 
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^* Your first glimpse at Halo 2 multiplayer in action. We can almost taste it from this one shot. Can you? 
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Halo 2 Falls From Reach 


Delayed till Spring, but first-ever multiplayer shot released 


Se, "SO REMEMBER last year when we 
af told you we don't announce release 
dates until we're confident we'll meet our 
deadline? Well now we're confident. Halo 2 
will ship in fall [that's Spring to us Aussies 


- Ed] 2004." This statement greeted 
browsers of Bungie's website - even 


Microsoft had to read it there! It continued, 
"Since you are our most important 
audience we wanted to tell you first. 
We've enjoyed your support, patience and 
loyalty, so this is the least we could do." 
But it wasn't all doom and gloom. 
The game will be better for the delay and 


we've been promised new details and 
announcements to follow over the next 
few months. And that's even before E3 in 
May. To soften the blow, check out the 
first-ever multiplayer shot of Halo 2 in 
action. And to put it in Bungie's words, 
"Can you smell the bacon yet?" Hell, yes! 


E SEGA'S AMUSEMENT VISION STUDIO CONFIRMS THREE XBOX GAMES IN DEVELOPMENT, INCLUDING SPIKEOUT 


Welcome to the 
Powerdrome 


Too fast? Too furious? Never! 


AFTER A FEW months in 
Cv development limbo looking 
like a release would escape the 
furiously fast futuristic racer, 
publisher Evolved Games has 
swooped down to pick up 
Powerdrome and save the day. 

It's been a while since the last 
title that allowed you to race at 
speeds of more than 400mph (see 
Quantum Redshift, Issue 09, 8.0) 
but Argonaut's remake of the retro 
racer is now only months away, 
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with a release having been 
confirmed for mid-April. 

After jumping in the cockpit 
and opening it up over a few laps, 
our eyeballs dried out in seconds. 
There’s no time to blink let alone 
think. If the Force really did exist, 
it would be the only way you'd 
score a perfect lap. Either that, or 
you'd need the reactions of a 
ninja. If everything goes according 
to plan, we will have the first 
review next month. 


^* You can't go too fast. Powerdrome will prove this. 


“A BLISTERING AND BRILLIANTLY EXECUTED INDIANA JONES-STYLE MOVIE.” 


Todd Gilchrist, filmstew.com 


From the producer of THE SCORPION KING and AIR FORCE ONE comes the international Box 
Office hit WELCOME TO THE JUNGLE, now on DVD! This modern day RAIDERS OF THE LOST ARK 
is “a great action ride that’s funnier than most pure comedies.” - Richard Roeper, EBERT & ROEPER” 


ə Starring THE ROCK (THE MUMMY RETURNS) as you ve never seen him before, 
AMERICAN PIE”s SEANN WILLIAM SCOTT, ROSARIO DAWSON (25TH HOUR) and the 
legendary CHRISTOPHER WALKEN (PULP FICTION). 


@ This COLLECTOR’S EDITION DVD contains over 5 HOURS OF EXTRAS including: 2 audio 
commentaries featuring The Rock, the director and the producers, never-before-seen deleted 
scenes, a behind-the-scenes feature on the making of the movie’s stunts and fight scenes, 5 engaging 


featurettes and much, much more! EE COLUMBIA il 
EZ PICTURES E 


BRING IT HOME BRING IT ON. A LEA Es Ei 


BOLD-CTH223/PS2 © 2003 UNIVERSAL CITY STUDIOS LLLP. ALL RIGHTS RESERVED. © 2004 LAYOUT AND DESIGN COLUMBIA TRISTAR HOME ENTERTAINMENT. ALL RIGHTS RESERVED. 
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E3's coming up, and there's talk of a lot of sequels to 
big-name franchises going around... 


A surprise hit of 2003 was the excellently 
playable Metal Arms: Glitch in the 
System (Issue 23, 9.0) and what better 
way to start 2004 than with a few 
whispers of a sequel? Well, that's what a 
lot of us thought for a time, but word has 
it that there won't be a follow-up to the 
cute little bot-blaster. 


Rumours have been swirling around the 
traps at Ubi Soft about the 
announcement of a possible third 
Splinter Cell title at next month's E3 
games conference. They're being awfully 
tight-lipped about it, but we'll force it out 
of them very soon. 


Eidos will soon be releasing a brand new 
war-inspired franchise called Shell Shock, 
which begins in the dense jungle 
campaigns of the Vietnam War. It's 
played in the third-person and there are 
many role-playing elements that are 
affected by how well you do on the field 
of battle. More next ish. 


Tipped to be a cinema hit this summer is 
Catwoman, starring Halle Berry. And it 
looks like Argonaut has snapped up the 
rights to develop a game based on the 
licence for EA. Rumours have been flying 
round the web, but both companies are 
keeping tight-lipped. More next issue. 


A long time ago Novalogic revealed it 
would soon start work on an Xbox 
version of Black Hawk Down. But the 
company went so quiet that we thought 
it'd forgotten all about us and lost all 
communications with the outside world. 
We almost sent in a search and rescue 
team. It's back though and we now 
know a UK developer has been tipped to 
handle coding honours. We should be 
seeing it soon. Need | say any more? 


DRIVSR HAS BEEN PUSHED BACK TO JULY SO ATARI CAN EXPLOIT ITS "FULL POTENTIAL" 


Matt Wolfs fleshes out the just-made-public official 


details on the XNA development tools. 


Se, Let no one accuse Microsoft of 

€” lacking direction. At the recent 
Game Developers Conference, the 
software juggernaut revealed what it 
refers to as “the catalyst for a new 
ecosystem of interchangeable, 
interoperable software tools and 
technologies” in the form of XNA, the 
cross-industry next generation 
architecture. The big M is basically 
creating a common environment for 
game development across Windows PCs 
and mobile devices, Xbox and Xbox 2. 

With a common environment, the 
Redmond-based titan hopes to “liberate 
developers from spending too much 
time writing mundane, repetitive 
boilerplate code. Instead, XNA frees 
game creators to spend their time where 
it matters most - on the creativity that 
differentiates their games.” Microsoft are 
hoping that if they provide a 
comprehensive set of development tools 
based in a friendly development 
environment, developers will be able to 
focus more on the creation of AAA 
content; something the gaming industry 
certainly needs a lot more of. 

Initially, the four key areas of XNA 
are online, input, graphics and sound. 
With online, Microsoft will make the 
Xbox Live development tools (billing, 
gamertag, friends etc) available for PC, 
with the eventual hope of PC vs Xbox 
gaming. The Input side of XNA will see 
Microsoft develop a common controller 
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^* The new crystal edition Xbox. 


^ This is a still frame from a movie used to demonstrate the versatility of the XNA development tools. 


reference design, aimed at a family of 
hand controllers compatible with both 
the PC and Xbox. Graphics will see Xbox 
tools such as PIX (a performance 
analysis tool) made available for 
Windows platforms, and Windows 
innovations such as High-Level Shading 
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Language appear in the Xbox 
development environment. And finally, 
sound will see Xbox audio tools become 
available for the creation of content on 
Windows PCs. 

Direct your browsers over to 
www.microsoft.com/xna, where you can 


find out more about Microsoft's next-gen 
initiatives. You can also download the 
XNA video demos that were shown at 
GDC. We'd also love to get your 
thoughts on what impact XNA could 
have on gaming. Email us at 
staff@oxm.com.au and wax lyrical. 


TOM CLANCY'S 
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^ LIVE GAME BOY AVANCE 


UBISOFT 


© 2004 Ubisoft Entertainment. All Rights Reserved. S; Cell, Sam Fisher, Splir Pandora Tomorrow, Ubisoft and the Ubisoft logo e = > 
are trademarks of Ubisoft Entertainment in the US and. ther countries. All other tr: rks are the property of their respe: wners. WWW, sp [| nte rce com Lu 

Microsoft, XBox, the XBox Logos and XBox Live are either registered trademarks or tra rks of Microsoft Corporation in the U.S. and/or = usisorr 
in other countries. NINTENDO AND GAME BOY ADVANCE ARE TRADEMARKS OF NINTENDO. 
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^* Check out Graves’ dancing moves. Laugh at him and he'll kill you. Seriously. 


100 Bullets 


The lives of 100 men are in your hands. Hmmm... 


2e, WHAT WOULD YOU do if you were 

€” given the chance to exact revenge 
on somebody who'd murdered your 
family? More to the point, what would you 
do if a stranger gave you the equipment 
and know-how to do just that? You'd go 
after them, right? But think again, because 
killing them may cause somebody else 
the same grief you've suffered. 

Moral dilemmas like this drive DC 
Comic's ultra-stylish, film noir-style comic 
100 Bullets, and the game of the award- 
winning series looks set to present us 
with the same character-affecting choices. 
Following the exploits of the mysterious 


E ə " 
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Agent Graves, (who provides people with 
the aforementioned opportunity), players 
will gradually discover there may be 
shadowy conspiracy plots linking the 
apparently random would-be killers. 

100 Bullets has stylised action and 
violence in spades, as the hard-boiled 
agent seems to encounter lots of people 
who want him dead. More on this soon. 


GAME INF NATION 
DEVELOPER: ACCLAIM 
PUBLISHER: ACCLAIM 
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4 Hollywood heroics at their best. Man versus helicopter. 
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on"t need Speedos for this swim." 


^* "You will stop that camp dancing NOW!" 


Two's Company 


NO FILM NOIR hero is complete 
without twin guns, and Agent Graves 
has a load of weapons to double up on. 


^* Two guns are always better than one, 
especially in Graves' hands. 


LIVE PERFORMANCES FROM THE ALL DAY FEST! \ 
COLLECTIBLE CONCERT POSTER FROM THE EVENT! 
DIGITAL SURROUND SOUND (DOLBY & DTS 51) 
107 MINS APPROXIMATELY 


AVAILABLE AT ALL LEADING ENK RETAILERS © 
OR ONLINE € @ v WWW. warnervision. com. nau dn 
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DE R DIARY 


"Activate the Kart game! 


Ty the Tasmanian Tiger 2 - Developer Diary Part 4 


Work on Ty The Tasmanian Tiger 2 continues apace with a new name, some 
new code and maybe even a completely new direction. The Official 
Australian Xbox Magazine spoke candidly with lead programmer Steve 
Williams, camera programmer Chris Lacy, racing programmer Brad Jackson 


and code cutter John Passfield for all the latest. 


right now is to get swap groups working properly. 
that each level is chopped up into a collection of 
smaller groups, and they're “swapped” in and out of memory as Ty runs 
around the level. By doing this we can make each individual section of the 
level more detailed and pack it full of new gameplay features that require 
more memory. 
John: Going with swap group technology is going to be a hassle, but its 
necessary if we want to make Ty 2 real sequel instead of just the first game 


with new levels. I'm getting a bit bored of the current gameplay system... 


Brad: ...which is why we're adding a full kart racing game. Cart racing started N əş 
off as a small minigame in one of the earlier levels that Ty could go in and ec ha 
lised that the racing vvas a hell of a lot of Q 


fun and vve should expand on it a bit. Before we knew it we're working on a 
full cart racing game, complete with upgrades, multiple courses and a | 
multiplayer mode. Can | have a raise? Made if) A j 
John: No. usn li | 
alıq 


Steve: The big task for me 
Using swap groups means 
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eam a prize. After a vvhile vve rea 


Ty split paths for a while so it makes things look more dramatic. 


future of the game. We've decided to delay the game for a year and to make Steve: Another year means we can include all the stuff we were going to 

sure it really kicks butt. Delaying the game for a whole extra year means a lot keep on hold until Ty 3 right now. Now my biggest challenge is to change the 

of work for everyone, but it demonstrates the faith that EA have in the game game from using several individual levels to using one big seamless world. 
The prop swapping technology we started will have to be beefed up 


we have in mind. It also mean rything we didn't have 
w schedule means that my wedding is a day after the 


time for. The whole direction o ith less mindless considerably. The ne 
game will go gold - there's no room for it to slip! 


we have a new working title for the game: 


John: We just got spending a bit of time with EA in America to discuss the 


Ty 2: Bush 


collecting (but 1 still think 

gameplay. I'm excited about the game again! I'm just worried about the John: By the way, 

reaction from our programmers and artists! Rescue. Imagine Thunderbirds but in the outback... 
nightmare to get the game 


Chris: Actually, we're relieved. It was going to be a 
out the door by September. Now we can start imp 
features we didn't think we'd have time for, like sp 
always give the best possible vantage point for the 


player. The camera and =: 


lementing all the cool 
line cameras that will j — 
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Become a local hero...at the expense of your mates. 
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icrosoft 
Mic Studios: 
Race your Enzo Ferrari around the streets of Sydney in Project Gotham Racing 2. 
Shred the slopes of Mount Buller in Amped 2. Wipe your opponents off the court like 
only Lleyton Hewitt can in Top Spin. With over 230 games now available on Xbox, LA V = 
M m these three provide a blend of mind blowing game play and exhilarating Australian z KS 
flavour. Experience what it feels like to defeat your friends on home turf. 
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it's good to play together 
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RACE TIME 
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^ Just look at that waterfall. You can almost taste the spray. 


RalliSport Challenge 2 


Not an 'easy right' in sight 


(fee THERE ARE TWO different kinds of 
4” rally game; the simulation (Colin 
McRae Rally) and the seriously over the 
top (RalliSport Challenge). On the face of 
it they both look like rally games, but 
under the hood there's a world of 


difference and pain when it comes to the 
handling. If you like your rally games 'on 
the edge' then look no further. You've 
found your God. 

One look at the game is enough to 
make you break down in tears of joy. The 


RACE TIME 
00:43.566 


ER ə 
Se BDT /77) 

AN / 3 — 
NN E 277 


T 


^ Driving in the dark is next to impossible. Don't smash those headlights. 
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stages and courses look ultra-realistic 
(right down to weather effects) and, quite 
frankly, take the rip out of any other rally 
game we've ever seen. The preview build 
we hammered for days on end did reveal 
some pop-up here and there, but we fully 
expect this little issue to be ironed out 
before the finished version. 

The game caters well for the single 
player, with an immensely deep and 
varied career mode. Rather than just 


racing against the clock in various parts 
of the world, you get to choose from 
rallycross, crossover, hillclimb, rally and 
ice racing events. You can choose your 
own path through the family tree of races, 
but to advance on to the next level you 
need to have accumulated a certain 
number of points from previous wins. 

For multiplayer thrills, RalliSport 2 is 
also up there with the best of "em. 
Offline you get to race in split-screen 2» 
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¢ Racing with the in-car view usually means you're coming last. Very tough. 


RACE TIME RACE TIME 
00:05.808 .. $ 00:20.425 
LAP TIME mi z : —— 
< 00:05.808 2 b , = SS Es 
5 BEST LAP TIME 
00:00.000 
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^* When you take a wrong turn the camera will follow you. 


^* İce racing is more like ice skating. Hold your line and take it easy on the gas. 
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^* Looks nice and shiny now, but give it a few minutes on the track... ¢ Plumes of smoke spray from the back of the car making it hard for followers to see. 


30:36.073 
^ If you manage to hit top gear it can < Slamming on the anchors (including — ^^ None of the drivers you see here ^* After a crash like that you'd think 
only mean only one thing... There's the handbrake) won't slow you down were injured in any way. They all twice about setting off again, but not 
something nasty waiting to happen. enough to avoid total destruction. returned to good, honest, family life. our RalliSport 2 drivers. They love it! 


watching every other car shoot past you. 
Short sharp bursts of acceleration are 
what it's all about. Slowly pressing the 
Right trigger is a prerequisite. 

Once you've got it down, you'll 
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A INTERVIEW WITH A RALLY DRIVER: KEEP YOUR EYES PEELED FOR AN EXCLUSIVE INTERVIEW WITH RALLY DRIVER RICHARD BURNS, WHO'S FRONTING SCI'S CHARGE FOR DOMINATION FOR THE RALLY GENRE. 


D and System Link modes, while on rivals is its physics model. Handling the and you'll be rolling around the bushes last longer and place stronger. 
Live you can take on the world car is a lot like handling a toddler or bouncing down a mountain before 
XSN Sports-style. We firmly expect this though; it moves too much, makes a you know it. The ice racing stages are 
to take off over Live, especially as we've hell of a noise and is likely to break rock hard and will most likely have you 
yet to see a head-to-head rally online. something expensive. tearing your hair out in frustration. Hit PUBLISHER: MICROSOFT 
Perhaps the biggest feature that It's all about power management. the gas too hard and the back end will RELEASE MAY 2004 


separates RalliSport Challenge 2 from its Keep your finger on the trigger too long spin out, leaving you sitting there 
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THE LAST SAMURAI 


RRP $29.95 


HOW OFTEN DO you get to see Billy 
Connolly and ninjas in the same movie? 
Think long and hard on that question 
before you dismiss this Tom Cruise vehicle 
out of hand. The Last Samurai is set in the 
1870s, during the turbulent Meiji 


RATING M15: 


Restoration period in Japanese history. 
Japan was rocketing into the modern age, 
and those who profited from the old 
feudal system were left by the wayside. 
It's the same era depicted in the Samurai 
X anime series, and represents a unique 


BATTLESTAR GALACTICA 


RRP $29.95 RATING M15+ 


NOW A CLASSIC of ‘70s sci-fi has 
been re-engineered for the early 21st 
century. Once again the Cylons are 
waging genocidal war against the 
humans, and as before the brave 
crew of the Battlestar Galactica are 
fighting for the survival of the species. 
The Sci-Fi Channel in the US made a 
few changes this time around, 
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though. Now the Cylons can disguise 
themselves as humans, infiltrating 
sensitive positions with the power of 
cybernetic sex appeal. They really 
should've called this Space Tits. The 
space combat is reminiscent of 
Babylon 5. Plus a huge influx of 
female characters means the show is 
riddled with love triangles. 


MAGAZINE 


junction in history between the Eastern 
and Western influences in their culture. 
The remnants of the Samurai, obsessed 
with honour and tradition, came to grips 
with this change by trying to stage a coup. 
In this idealised, rosy view of the past, this 
pitiful rebellion is depicted as a noble 
struggle, with the angst-ridden gaijin-gone- 
native Cruise the de facto leader of the 
charge. Whilst on paper it sounds like a 
vainglorious attempt to arbitrarily shove a 
Yank into an alien historical setting, it 


CHLORINE 
RRP $29.95 


SKATERS THRIVE ON the inherently 
illegal nature of their sport. 
Skyrocketing public liability costs 
ensure they are unwelcome in public 
places. So when they venture into 
private property, drain people's 
swimming pools and risk their necks 
for some thrills, they have truly reached 


RATING M15+ 


actually works well. Besides, the Japanese 
are no strangers to rewriting history. 

The hazy, serene, gooey-eyed 
cinematography is frequently punctured 
by well-choreographed violence. While 
Tom does his best, he's frequently 
upstaged by the AAA grade Japanese 
actors who surround him. Costumes and 
sets are both meticulous and awe- — 
inspiring, and across the two-disc set a 
wealth of supplemental information and 
content is revealed. 


the apex of their field. This candid 
documentary goes behind-the-scenes 
with America’s most notorious pool 
skaters, living legends like Steve Alba 
and Dave Reul. Hilarious interviews 
and jaw-dropping footage make up the 
bulk of the movie. Extras include their 
old home-movies and TV appearances. 


^ “Whoa... is that... A Knight's Tale? Dayum - we sure starred in a few stinkers back then, didn't we?" 


VAN HELSING 


Hugh Jackman does the Monster Mash 


OUR HUGH SURE knows how to pick ‘em. First he was in 
Swordfish with John Travolta, then he set Broadway aflame 
with the starring role in The Boy From Oz, a musical that 
audiences obviously didn't understand. Now he's a goon 
working for the Catholic Church, purifying 19th century 
Europe one monster at a time. He's Van Helsing, loosely 
based on the original vampire slayer from Dracula. Only now 
he's armed with an arsenal of bizarre cutting implements; 
weapons that whirl, twirl, slice and dice. 


E xw 8 S 4 Z 
MACROSS 
RRP $149.95 RATING M15+ 


MACROSS WAS CUT to ribbons and dubbed senseless to form 
part of the Robotech series some 20 years ago. This collection 
holds all 36 episodes, fully restored and re-mastered. Now 
that all the dirt and noise has been digitally scrubbed away, it 
feels like a completely different show to the American dub. 
There's far more footage of death and destruction, more 
mature plot-lines, the odd nude shower scene, and many other 
differences both subtle and overt. Minmay's singing is better in 
the original Japanese, too. A perennial favourite with plenty of 
replay value, this is an investment for the anime connoisseur. 


Kate Beckinsale (Underworld, Pearl Harbor) plays the lead 
damsel-in-distress, and a host of Euro-trash fill out the cast. 
Yet the important name to look out for here is Stephen 
Sommers. The director of The Mummy, The Mummy Returns, 
and Deep Rising was responsible for bringing Van Helsing to 
the silver screen, and it's certain that he's brought his unique 
perspective on the action genre to this new production. 
Expect to see special effects, fast pacing, minimalist 
characterisation, and a cornucopia of lovingly realised 
monsters. For Hugh won't just be facing vampires - he has 
wolf-men, Frankenstein's monster, and superstitious villagers 
to contend with, too. This could easily be this winter's silliest 
action film. But who knows, it might also be the best. 


"E /7 (s | b A ; m 
MAGICAL SHOPPING . . 
ARCADE ABENOBASHI 
RRP $29.95 RATING M15+ 


CARTOONS PRODUCED BY Studio Gainax are usually highly 
imaginative, evocatively characterised, exceptionally scored, 
layered in subtext and loaded with self-parody and fan- 
service. Just watch Evangelion and FLCL to be sure. Now we 
have Abenobashi, the story of two youngsters lost in parallel 
universes that parody genres of pop culture. They hit fantasy 
world, then giant robot world, kung-fu world and so on, 
pushing the boundaries of satire with each passing episode. 
Plus, everyone has Texan accents. Strange, but entertaining. 


MELBOURNE ROCKER DAN Kelly is quite 
talented. He doesn't put a foot wrong, and 
he doesn't waste space - each of his low-fi 
ballads has punchy verses to free up room 
for his wailing, choruses. Plus, his subject 
matter is wistfully mundane: the default 
single is "Checkout Cutie." Analogue, 
assertive, amusing, and not bad at all. 
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YET ANOTHER CD with sound quality 
intentionally dialed-down to the level of 
AM radio. Only this isn't another imitation 
garage band, more of a lyrically quirky 
tribute to mid-80s hair rock. It's the brain- 
child of Queens of the Stone Age's Joshua 
Homme, and is actually quite agreeable. 
In short, it sounds like a fuzzy memory of 
a band you used to worship, long ago. 


BBY DIGITAL 
ENTS 


HIP-HOP DUO Christ Bearer and Meko are 
Northstar, the latest rappers to join the 
Islamic ranks of the Wu-Tang extended 
family. While their steady beats and 
confident, repetitive lyrics fill much of this 
disc, several tracks are given over to 
incomprehensible skits, presumably some 
kind of sketch comedy. 


NICK SKITZ 


HE JUST DOESN'T know when to stop, 
does he? The incurably prolific Nick Skitz 
belts out another extended dance mix that 
fosters a pan-90s, energetic sound. Synth- 
piano solos, jittery voice samples, soulful 
female vocals, all shoved through the pipe 
at 100 rpm. He's savvy enough to sample 
Satisfaction, but there's some 2 Unlimited 
in here too. One for the, er, hardcore. 
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HOME STAR 
RUNNER RPG 


www.qotile.net/rpg.html 


MOST INTERNET-SAVVY animation fans will be familiar 
with Homestar, Strong Bad, and the other surreal 
denizens of homestarrunner.com. Frequent visitors to the 
oddball site will also be accustomed to the fetish its 
creators seem to have for early-80s retro - the Atari 
2600 game console in particular. Well, one group of 
ardent fans has taken their love of Homestar to the next 
level, creating and coding an RPG that runs flawlessly on 
the Atari. You can download a demo to play in 
emulation, and apparently they'll even be selling 
custom-made cartridges for the real-life console. This 
looks a lot better than most of the original Atari games. 


HE'S GRUFF, HE'S TOUGH, he's sarcastic, and sneaking 
around killing people is just part of the daily grind. But even 
a job as cool as Sam Fisher's must get tiring after 
a while. Every now and then he 
needs to take it 

easy, get out of his 
rubber suit, and try 

on something more 
comfortable. Like the 
wonderful, luxurious 
textures of an angorra 
Skivvie. Loyal reader 
Cameron Perrie can 
easily imagine this pun 
coming to life, and has 
stitched together this 
candid cover so that the 
whole world can see what 
Sam Fisher gets up to in 
his free time. 


ANGORRA TOMORROW 


CHIPTUNE 


www.chiptune.com 


PERHAPS THE MOST lingering aspect of video game 
culture is that of music. While one might swear blind 
that the games of yesterday were clunky, primitive, slow 
and pointless, all it takes is someone to hum a tune 
from an old game to get gushy torrents of nostalgia 
flowing. Chiptune is a comprehensive resource for music 
files from old machines like the C64 and the Amiga, 
plus players and plugins to help you revisit the 
memories they hold. There are MP3s too, assuming you 
don't want to muck around with obscure file formats. 
Even if you never partook of these tunes the first time 
round, their quirky simplicity and electro-energy are 
hard to resist. 


c. 
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homokaasu.org/rasterbator 


POSTERS ARE GREAT, but they never seem to have what 
you want at the shop. It's always the same old crap... 
giant oversized pictures of Lenin, Kurt Cobain, or Robert 
De Niro with a Mohawk. If you were expecting Sam 
Fisher or Chun Li, then you may as well stay at home. 
Because once again the internet has proven its 
usefulness with this awesome little app - the rasterbator. 
It's a handy flash program that can convert any image 
file into an oversized pdf document suitable for printing. 
Just tape it together, and voila! A giant oversized poster 
of something you actually want to look at. Be sure to 
check out the gallery of finished posters - they have to 
be seen to be believed. 


THE PASSION OF 
THE ROBOCOP 


When he is near, evildoers run in terror. He is 
the solution to all injustice. Yet he is feared and 
misunderstood by those with the most to gain 
from his wisdom. He is Robocop, OCH: 
answer to the moral turpitude of Old Detroit. 
Now it looks like that the policeman who died 
for our sins has got his own movie, or at least 
that's the way it looks over at the Something 
Awful forums. A talented artist known only as 
livestock created this moving movie poster, a 
genuine tribute to the value of sarcasm in the 
face of all logic. 


EVERY MONTH, WE scour cyberspace for the 
latest in photo-manipulated videogame humour. 
If you find a picture worthy of Photoshop 
Phunnies, or better yet, if you've made one 
yourself, send it to us at staff@oxm.com.au 
with the subject “Photoshop Phunnies”, and you 
could see your name featured in Australia's 
Official Xbox Magazine! 


Zombies are nothing to be afraid of. 
Especially after you've beaten them silly 
with their own arms. ””— * 


G 8+ 
LOW LEVEL 
ANIMATED VIOLENCE gameXStudios 


Welcome to Ghoulhaven Hall, the haunted home of the dastardly 
Baron von Ghoul. It's you and Cooper, battling anything the evil Baron 
puts in your way. Armed with chairs, pool cues and tables, you'll 
smash your way through over 50 rooms, crushing Skeletons, kicking 
Ninja Imps, bashing Vampire Chickens and hordes of other dirty 
fightin’ ghoulies. All the while, trying to avoid being bitten, burnt and 


even mummified. So take a deep breath and get over your fears, 3 SS 
you've got a house to wreck. it's good to play together 
xbox.com/ghoulies 


ChpüBeliiovosafinGorporation. AN rights reserved. Microsoft, the Microsoft Game Studios iogo, Grabbed by the Ghouties, Banjo-Kazooie, Rare, the Rare logo, Xbox, and the Xbox logos are either registered trademarks or 
trademarks of Microsoft Corporation or Rare Limited in the United States and/or other countries. Rare Limited is a subsidiary of Microsoft Corporation. MES02259 


EM INCOMING 
READERS 


ee WANTED 


LET US KNOW ENNNEER LET US KNOW the Xbox Xbox 
games you're most 
e looking forward to. Let 
us know your Top Five 
of anything by emailing 
us on staff@oxm.com.au or use the 
usual snail-mail address. Remember to 


1. HALO 2 
DEVELOPER: BUNGIE PUBLISHER: MICROSOFT 
RELEASE: SPRING 2004 


2. HALF-LIFE 2 
DEVELOPER: VALVE 

PUBLISHER: VIVENDI UNIVERSAL 
RELEASE: 2004 


3. DRIV3R 
DEVELOPER: REFLECTIONS PUBLISHER ATARI 
RELEASE: JUNE 2004 


4. FABLE 


THE HOT TOPIC 


Startlingly relevant Xbox issue of the day 


What difficulty setting do you play 
your game at? 


KEY (per cent) 
Wi Easy 5 


? Normal 50 


EA DEVELOPER: BIG BLUE BOX Hard 25 
indicate your order of preference! PUBLISHER: MICROSOFT 
RELEASE: WINTER 2004 

Very Hard 20 


5. NINJA GAIDEN 
DEVELOPER: TECMO 
PUBLISHER: MICROSOFT 
RELEASE: JUNE 2004 


THIS MONTH'S 
CHART THROB: 


6. JADE EMPIRE 
DEVELOPER: BIOWARE PUBLISHER: MICROSOFT 3 
RELEASE: SPRING 2004 BEN TALBOT 
7. DOOM 3 c 
DEVELOPER: ID SOFTWARE/VICARIOUS VISIONS 1. e Gaid 
PUBLISHER: ACTIVISION 2. Ninja Gaiden 

OUR SHOUT RELEASE: SPRING 2004 3.B J kd 

WITH SECOND place freed up due to EE 

the imminent release of Splinter Cell: 8. STARCRAFT: GHOST 4. Otogi 2 

Pandora Tomorrow (reviewed last issue), DEVELOPER: BLIZZARD ENTERTAINMENT 5. Doom 3 


PUBLISHER: VIVENDI 
RELEASE: AUTUMN 2004 


9. SILENT HILL 4 
DEVELOPER: KONAMI PUBLISHER: KONAMI 
RELEASE: SPRING 2004 


10. SUDEKI 
DEVELOPER: CLIMAX PUBLISHER: MICROSOFT 


most games have moved up a position 
on your wish list. Of course, the buzz 
around Halo 2 hasn't diminished, 
despite news that Spring 2004 is now 
the official release date. Entering the 
chart again is Sudeki which, as it nears 
release, we can imagine crawling up the 


BEN SAYS: As the release of BC draws nearer, I'm in two minds about 
it. This prehistoric adventure is either going to blow us all away or turn 
GA. out to be savagely disappointing. I'm almost certain it's going to be 
TES awesome but haven't played it for a good year. Sorry to bang on about 
Otogi 2, but it looks incredible and I'm really hoping it gets a well-deserved release 
in PAL territories. Ninja Gaiden and Breakdown are both full of fresh ideas so that's 


= 


chart again. 


OXM TOP TEN 


CHART 


EVERY TIME YOU purchase a game from 
a video game store, your retinas are 
scanned by those two vertical bar 
thingies by the door. Millions of nano 
robots have been unleashed throughout 
the country, and after sneaking into your 


bedrooms undetected, will match your 
details to your most recent purchase. 


^* AFTER DIPPING out of the charts 
last month, Rugby League has 
resurfaced in fifth position amid 
controversial allegations of gang-rape, 
drug abuse and other undesireable 
behaviour. At least here we can enjoy 
the game without any of that nonsense. 
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RELEASE: WINTER 2004 


why I'm rooting for them. 


1. GRAND THEFT AUTO: DOUBLE PACK 
DEVELOPER: ROCKSTAR NORTH PUBLISHER: ROCKSTAR 
Twice the violence, twice the brilliance, an essential purchase for your Xbox. 


2. DEUS EX 2: INVISIBLE WAR 
DEVELOPER: ION STORM PUBLISHER: EIDOS INTERACTIVE 
A Bladerunner fan's dream come true, this is truly a great a FPS RPG. 


3. NEED FOR SPEED UNDERGROUND 
DEVELOPER: EA BLACK BOX PUBLISHER: EA 
Still the top dog on Xbox when it comes to racing around like a hoon. 


4. JAMES BOND 007: EVERYTHING OR NOTHING 


DEVELOPER: ELECTRONIC ARTS PUBLISHER: ELECTRONIC ARTS 


Heidi Klum and Shannon Elizabeth sweeten the deal for the latest Bond romp. 


5. RUGBY LEAGUE 
DEVELOPER: SIDHE INTERACTIVE PUBLISHER: TRU BLU GAMES 
You can be assured there's no gang-rape in this video game. 


6. THE SIMPSONS: HIT AND RUN 
DEVELOPER: RADICAL ENTERTAINMENT PUBLISHER: VIVENDI 
Homer and clan are still causing havoc in this little gem of a game. 


7. MX UNLEASHED 
DEVELOPER: RAINBOW STUDIOS PUBLISHER: THQ 
No need to worry about getting mud caked in your shoes with this racer. 


8. MORROWIND: GOTY EDITION 
DEVELOPER: BETHESDA SOFTWORKS PUBLISHER: UBI SOFT 
The original Morrowind gets a massive upgrade for more RPG goodness. 


9. BALDUR'S GATE: DARK ALLIANCE 2 
DEVELOPER: RADICAL ENTERTAINMENT PUBLISHER: VIVENDI 
This fantasy action-RPG is still around, despite the departure of LOTR. 


10. TOP SPIN 
DEVELOPER: PAM DEVELOPMENT PUBLISHER: MICROSOFT 
Microsoft's tennis sim stays resolutely in the lists for the fifth month running. 
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^* THE TOP SPOT is where this double 
pack belongs, and deserves to stay. Both 
GTA3 and GTA Vice City are sprawling, 
open-ended beauties that allow a gaming 
freedom never before seen. If you've yet to 
buy this, slap yourself in the face for being 
such a monkey and get down the high 
street with a few notes in your pocket. 


> — 
^ XBOX OWNERS ARE SECH us every 
month asking us about where they can 
find quality RPGs “other than KOTOR”. 
Well here it is, folks - Morrowind: Game 
of the Year edition. It's been tweaked a 
little and it has all the expansion packs 
from the PC version, which means it's an 
even bigger world for you to explore! 


LATEST NEWS // FIRST SCREENSHOTS // BRAND NEW GAMES 


EARLY 04 ADVENT RISING MAJESCO VIVENDI UNIV. 20 TBA 04 DRONEZ ZETHA GAMEZ METRO 4 ələ. 
AUTO MODELLISTA: US TUNED CAPCOM CAPCOM 24 DUALITY TRILOBYTE GR. PHANTAGRAM 4 də. 
BC INTREPIDENT. MİCROSOFT 7 ENCLAVE 2 STARBREEZE ` SWING 16 : 
CONAN CAULDRON TBA 24 FALCONE: INTO THE MAELSTROM POİNT BLANK VİRGİN 4 
DEAD MAN S HAND HUMAN HEAD ATARI 26 FARENHEIT QUANTIC DREAM VIVENDI UNIV. 18 
DRIV3R REFLECTIONS ` ATARI N/A FLATOUT BUGBEAR ENT. EMPIRE 12 
FABLE BiG BLUE BOX MİCROSOFT 12 FREEDOM FIGHTERS 2 IO INTERACTIVE EA N/A 
FALLOUT: BROTHERHOOD OF STEEL ` INTERPLAY AVALON 16 FREEKSTYLE EABIG EA 4 
FIGHT NIGHT 2004 EA EA 26 FROGGER CLASSIC KONAMI KONAMI N/A 
FX RACING MILESTONE TBA 23 GALLEON CONF. FACTOR SC 1 
HEADHUNTER: REDEMPTION SEGA SEGA D GHOST MASTER SICK PUPPIES EMPIRE N/A 
KAMEO: EOP RARE MICROSOFT ` 10 GOBLIN COMMANDER 2 JALECO JALECO N/A 
KILLSWITCH NAMCO TBA 18 GRAND THEFT AUTO: SAN ANDREAS ROCKSTAR ROCKSTAR N/A 
KOREA: FORGOTTEN CONFLICT PLASTIC REALITY CENEGA 16 GUILTY GEAR XX CAPCOM CAPCOM N/A 
MANHUNT ROCKSTAR ROCKSTAR N/A HALF-LIFE 2 VALVE VIVENDI UNIV.  1ə okt 
MASTERS OF THE UNIVERSE SAVAGE TDK N/A HAVEN: CALL OF THE KING TRAV. TALES MIDWAY 9 
MTX: MOTOTRAX LEFTFIELD ACTIVISION 26 HITMAN: CONTRACTS IO INTERACTIVE EIDOS 23 
NEVEREND MAYHEM TBA N/A INSIDE PITCH 2003 MICROSOFT MICROSOFT 16 i 
NINJA GAIDEN TECMO MICROSOFT è 23 JADE EMPIRE BIOWARE MICROSOFT — 22 2 
PILOT DOWN VVIDE GAMES WANADOO N/A JUICED JUICE ACCLAIM 25 
V8 SUPERCARS 2 CODEMASTERS CODEMASTERS JUSTICE LEAGUE TRAV. TALES MIDWAY N/A 
RICHARD BURNS RALLY WARTHOG SDEN SCI 22 KNIGHTS OF THE TEMPLE STARBREEZE TDK ve PSI-OPS: THE MINDGATE 
SAMURAI JACK: THE SHADOW OF AKU AMAZE ENT. SEGA NIA LEGION SEVEN STUDIOS MIDWAY Fie CONSPIRACY 
STEEL BATTALION: LINE OF CONTACT CAPCOM CAPCOM 25 LOBO KEMCO KEMCO N/A : 
SUDEKI CLIMAX MICROSOFT  " LOOSE CANNON DIGITAL ANVIL UBISOFT 4 
TENCHU: RETURN FROM DARKNESS K2 ACTIVISION 25 MAGATAMA MICROSOFT MİCROSOFT 23 SCH 
THE FAST AND THE FURIOUS GENKI VIVENDI UNIV. N/A MALICE: KAT'S TALE ARGONAUT EVOLVED 9 = 3 
THE SUFFERING MIDWAY MIDWAY 24 MASHED TBA EMPIRE 26 a S 
TRIVIAL PURSUIT: UNHINGED ARTECH ATARI 25 MEMORICK THE APPRENTICE KNIGHT MICROIDS TBA 16 guya 2 
„UNREAL I EPIC GAMES ATARI 20 MIAMI VICE DAVILEXGAMES TBA NA à $ 
WORLD CHAMPIONSHIP RUGBY SWORDFISH STU. ACCLAIM 2 MICRO MANIA BLADE INT. KEMCO N/A d QE 
MID 04 CHRONICLES OF RIDDICK STARBREEZE VIVENDİ un 27 MORTAL KOMBAT VI MIDWAY MIDWAY N/A : 3 
DRAKE MAJESCO VIVENDI UNIV. N/A MURAKUMO FROM SOFT. UBISOFT NA [EIC " ie 
EURO 2004 EA EA E] NIGHTMARE CREATURES 3 KALISTO UBISOFT N/A * 2 
FULL SPECTRUM WARRIOR PANDEMIC THQ OBSCURE HYDRAVISION ` MICROIDS N/A É 
LOW: SHOWDOWN ACCLAIM ACCLAIM 25 oToGi2 FROM SOFT. TBA N/A E 
MAFIA ILLUSION SOFT. TAKE2 PAINKILLER DREAMCATCHER MINDSCAPE wA RICHARD BURNS RALLY İSS 
METAL SLUG 3 SNK PLAYMORE SNK PLAYMORE N/A PERFECT DARK ZERO RARE MICROSOFT — 10 | E 
OP. FLASHPOINT: COLD WAR CRISIS CODEMASTERS CODEMASTERS 19 PHANTOM DUST MICROSOFT MICROSOFT — 23 " : E 
RALLISPORT CHALLENGE 2 DICE MİCROSOFT 23 PILLAGE BITS STUDIOS TBA 20 .—. = 
SHADOW OPS: RED MERCURY ZOMBIE ATARI 18 POVVERDROME ARGONAUT EVOLVED 18 uk s 
SNK VS. CAPCOM CHAOS SNK PLAYMORE SNK PLAYMORE N/A PRINCE OF PERSIA 2 UBISOFT UBISOFT N/A -—:. 
SPIDER-MAN 2 TREYARCH ACTIVISION N/A PSLOPS: MINDGATE CONSPIRACY MIDWAY MIDWAY 26 EM c 
THIEF: DEADLY SHADOWS ION STORM EDOS z PSYCHONAUTS DOUBLE FINE MİCROSOFT 6 DE 2 g 
VAN HELSING UNIVERSAL VIVENDI UNIV. — N/A QUAKE IV RAVEN SOFT. ACTIVISION N/A e 2 
LATE 04 100 BULLETS ACCLAIM ACCLAIM zı RED DEAD REVOLVER ROCKSTAR ROCKSTAR N/A e 3 
AMERICA’S 10 MOST WANTED STUDIO 3 PLAY IT NIA RESERVOIR DOGS TBA sa 16 SE 
BURNOUT 3 CRITERION EA z ROLAND GARROS TENNIS TBA WANADOO N/A x. 
CALL OF CTHULHU TBA HEADFIRST D RUN LIKE HELL INTERPLAY VIVENDI UNIV. 15 É 
CONFLICT: VIETNAM PIVOTALGAMES SCI 26 SCOOBY-DOO! MYSTERY MAYHEM ^ ARTIFICALM&M THQ N/A S 
DOOM 3 ID ACTIVISION 18 SERIOUS SAM 2 CROTEAM TAKE 2 2 = 
HALO 2 BUNGIE MICROSOFT ` 9 SHAYDE: MONSTERS VS HUMANS TBA METRO 3D N/A ž 
MEN OF VALOR: THE VIETNAM WAR 2015 INC VIVENDI UNIV. 20 SHINING LORE PHANTAGRAM PHANTAGRAM N/A E 
MECHASSAULT 2 DAY1 MICROSOFT ` 27 SILENT HILL 4: THE ROOM KONAMI KONAMI N/A 3 
PLAYBOY: THE MANSION ARUSH UBISOFT N/A SHREK 2 TBA TDK MEDIACTIVE N/A z 
SITTING DUCKS LSP LSP N/A SNIPER ELITE REBELLION WANADOO 2 Z 
SHELLSHOCK NAM 67 GORILLA GAMES EIDOS N/A SOLE PREDATOR APALOOSA TBA N/A S 
RED NINJA: END OF HONOUR TRAN}! VIVENDI UNIV. 23 SPEEDBALL 3 BITMAP BROS. TBA N/A s 
TBA 04 AMERICAN McGEE'S OZ CARBONG TBA z SPLINTER CELL X UBI SOFT UBI SOFT N/A 3 
AREA 51 MIDWAY MIDWAY N/A SPONGEBOB SQUAREPANTS THQ THQ N/A E 
ARMADA 2 TBA METRO 4 STARCRAFT: GHOST BLIZZARD VIVENDI UNIV. 10 5 
A SOUND OF THUNDER COMPUTER ART. BAMI B STARSHIP TROOPERS EMPIRE EMPIRE N/A 2 
AUSTIN POWERS TBA TAKE 2 4 STARSKY & HUTCH 2 EMPIRE EMPIRE N/A Z 
BAD BOYS Il BLITZ EMPIRE N/A STAR TREK: SHATTERED UNIVERSE TDK MEDIACTIVE TDK MEDIACTIVE m 
BALLERS MIDWAY MIDWAY 4 STAR WARS: BATTLEFRONT PANDEMIC LUCASARTS N/A z 
BATTLEFIELD 1942 EA EA N/A STAR WARS: KOTOR 2 OBSIDIAN EA N/A 8 
BLACK 9 MAJESCO VIVENDI UNIV. 20 STAR WARS: REPUBLIC COMMANDO LUCASARTS EA N/A 3 
BLACK & WHITE: NEXT GEN LIONHEAD MICROSOFT ` 4 STREET RACING SYNDICATE EUTECHNYX NAMCO N/A = 
BLOODRAYNE 2 MAJESCO TBA N/A STRIDENT - THE SHADOW FRONT ` PHANTAGRAM PHANTAGRAM 4 5 
BLOODY WATERS PINEAPPLE INT. TBA N/A THE BARD”S TALE INXILE ACCLAIM 23 Z 
BREAKDOWN NAMCO TBA N/A THE LORD OF THE RINGS TRILOGY EA EA N/A E 
BRAT DESIGNS CDV NIA THE HAUNTED MANSION HIGHVOLTAGE TDK NIA E 
CALL OF DUTY SPARK ACTIVISION nm THE MATRIX SHINY ATARI 19 S 
CHARLIE'S ANGELS TBA UBISOFT 4 THE MOVIES LIONHEAD ACTIVISION 16 E 
CHRONOS SABER 3D TBA N/A THE PUNISHER VOLITION THQ N/A 8 
COLD VVİNTER SWORDFISH STU. VIVENDIUNIV. — N/A THUG 2 NEVERSOFT ACTIVISION $ 
COMANCHE NOVALOGIC NOVALOGIC — 4 TIMESPLITTERS 3 FREE RADICAL EA 21 š 
CONKER: LIVE & UNCUT RARE MICROSOFT 18 TORK TIWAK UBISOFT 4 m 
COPS FOX VIVENDI UNIV. 4 TOP SPIN 2 PAM MICROSOFT 26 ə 
CRASH BANDICOOT 6 TBA VIVENDI UNIV. N/A TRUE CRIME 2 LUXOFLUX ACTIVISION N/A = 
DARKWATCH: CURSE OF THE WEST SAMMY SAMMY NIA TRUE FANTASY LIVE ONLINE LEVEL 5 MICROSOFT — 10 5 
DEAD OR ALIVE 4: CODE CRONUS TECMO MICROSOFT N/A UNFORGİVEN SVVORD KNIGHT TABLE TBA N/A E 
DEAD OR ALIVE ULTIMATE TECMO MICROSOFT 18 WILD RINGS MICROSOFT JAP. MİCROSOFT N/A z 
DELTA FORCE: BLACK HAWK DOWN TBA NOVALOGIC 19 WORLD CHAMP. SNOOKER 2004 BLADE INT. CODEMASTERS N/A 2 
DINOSAUR HUNTING MICROSOFT MICROSOFT ` N/A X-MEN: LEGENDS RAVEN ACTIVISION N/A E 
DINOTOPIA: THE SUNSTONE ODYSSEY TDK MEDIACTIVE TDK MEDIACTIVE 17 XYANIDE PLAYLOGIC PLAYLOGIC N/A z 
DOMINION PHARAOH TBA 4 ZANZARAH: THE HIDDEN PORTAL VIRTUACRAFT XICAT N/A pn 
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WRITE TO US AT: Official Australian Xbox Magazine, PO Box 1037, Bondi Junction, NSW 1355 
Email us at: staff@oxm.com.au. Your opinions count - we want to hear them! 


V GTA: Try playing this game ` 
on à projectar like we do! 


LETTERS 27 EDITOR 


KEVIN CHEUNG 
GAME OF CHOICE: NINJA GAIDEN 


THE WONDERS OF modern technology 
mean there's now a multitude of ways to 
send in your letters to us. Can't be bothered 
with ye olde peneth and paper? Why not 


STEER CLEAR 
3 What's the deal with Xbox 

steering wheels? | used to have 

a PS2, but moved over from 
the dark side, and yes, all hail the Xbox 
etc, but there is just one thing missing... 
Having spent many enjoyable hours racing 
mates at Gran Turismo 3 and World Rally 
Championship, | can't believe the Xbox 
doesn't have a Force Feedback steering 
wheel available. 

Most of the games shops my way 
don't stock any kind of Xbox steering 
wheel due to lack of demand. Anyone 
who takes their racing games seriously 
must surely agree that the only way to 
play them is with a decent wheel and 
pedals (or are the car manufacturers 
planning to create their next bubble car 
with a joypad in front of the driver for 
optimum driving experience?). So c'mon 
manufacturers, now we're getting a few 
quality driving games like Colin McRae 


€ Send snail mail to 
Official Australian Xbox 
Magazine, PO Box 1037, 
Bondi Junction, NSW 
1355; or email us at: 
staff@oxm.com.au. 
Thanks to Atari, the 
writer of the Star Letter 
gets a game - a good 
one - of our choosing. 


take advantage of tne convenience of 
electronic mail? Details above. 


Rally 04 and PGR2, how about having a 
decent wheel to play them with? 
Chris Dickens, via email 


Steering wheels have a limited appeal. 
Yes, they add to the realism, but ask 
most people and they'll tell you they 
prefer a control pad any day. As a result 
of this, Force Feedback wheels tend to 
be quite expensive and limited in 
availability. Although there’s no true FF 
wheel for Xbox, the Williams F1 Team 
Racing Wheel is the best vibration 
feedback wheel we've used. 

But what exactly do you mean 
when you say “...now we're getting a 
few quality driving games..."? We've 
had quality racers coming out of our 
ears since day one! 


SIZE DOES MATTER 
Don't you hate it when you 
are playing multiplayer on a 
small telly? You have to be 1m 
away from the TV, along with your 


THE LIVE EFFECT 

Three ways to spot an Xbox 

Live user: 

1) The Rainbow Tic 
Often recognised by a nervous twitching, 
the Rainbow Tic always enters a room by 
kicking down the door and shouting 
“Zulu Go! Go! Go!” The RT also has a 
habit of throwing cans of Coke through 
windows before dropping to the ground 
screaming “Fire in the hole!” and has an 
aversion to orange soda. (Subjects have 
been found firing at cans of juice whilst 
yelling into their shoulder “Tango down! | 
repeat: Tango is down!") 
2) The Project Gone Wrong 
Found almost exclusively in Edinburgh, 
Stockholm, Sydney, Chicago and DC. 
These are usually found wounded beside 
the wreckage of a Mini, Focus or Clio, 
scratching their head and muttering "That 
traffic island wasn't there last night!" 
3) Ghosts 
Ghosts tend to shy away from crowded, 
public areas - many are found in parks 
and rural areas. Ghosts use fresh and 


cheating ‘friends’. Ever wondered what to 
do? Well, our science teacher solved that 
problem! Just get one of those overhead 
projectors from boring school lectures, 
wire up some speakers and away you go! 
Who needs widescreen when you can 
have this? They're great for Halo in 
multiplayer and you enlarge the screen to 
as big a size as you vvant. You guys should 
try it out some time and you'll know 
exactly what | mean. 

Kevin C, via email 


We do know what you mean, and in 
fact we use a projector at the regular 
Halo nights | go to. Problem is, we didn't 
have the chance to nab one from school, 


dead foliage as a natural camoflaouge 
and will often lie prone for hours in a 
quiet spot behind a tree, using a knife to 
scrape into the bark ‘I am not a camper... 
| am not a camper...” 

This research is the result of many, 
many hours of sleep deprivation and 
observation by... 


E 
ee 


Ewan Gallacher, 
via email 


Yep, we've seen them too... strangers 

in the street who have glints in their 
bloodshot eyes that identify them as 
RTs who were up playing all last night. 
But what about the rest of them? The 
Wolfies who scream "Medic!" when 
somebody cuts their finger. Or Midtown 
Madders who randomly jump into any 
nearby skip in the expectation it'll take 
off down the street at top speed? We've 
actually got an RT here, though it's 
most unnerving when you nip out the 
office to the loo, only for Ben to creep 
up behind you and whisper "On your "A 
six" in your ear. Urrggghhhh! 


Aas ERREECHT 


so one of the guys forked out $3,000 for 
one! But anyone considering buying one 
shouldn't sweat, as there are cheaper 
ones out there, and they're a great 
alternative to huge tellies. 


SHORT 'N' SWEET 
Your demos are classic, 
Ten points for your mag, 
But you have a rival... 
Xbox Gamer. 
Knock them out for the ten count, 
For another ten points, 
By making watchable DVDs as 
well as the demos! 
Steel Battalion rocks. 

Glen Perry, via email > 


^* We're proud to be Rainbow Tics. 
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Cheers for the letter, 

But | don't think much of your iambic 
pentameter, 

We can't do both DVDs and demos, 
Ben likes Steel Battalion too. 


SWISS FAMILY LIVE 
S Despite the fact that our 

whole family are dedicated 

games players, we have never 
played online before until we decided to 
get broadband and Xbox Live at the start 
of January. Now, a couple of weeks later, 
the experience only gets better and better 
with only the odd idiot clouding our 
enjoyment of the service. 

The whole procedure, from setting 
up the modem/router through to signing 
up for Xbox Live and playing the games, 
couldn't have been any easier and | 
would encourage as many gamers as 
possible to get it as soon as they can. | 
do know that the cost of broadband can 
be somewhat offputting. However, it is 
being utilised on a very regular basis and 
is great value for money. We will 
probably never go back to playing just 
one-player games and that must say 
something for broadband and Xbox Live 
coming from a family so previously not 
interested in the online experience. 

Billy White , via email 


Yet another happy convert to the joys of 
Xbox Live there. Just make sure you 
watch out for Ben T and Owen online 
on Rainbow Six 3 - they'll show no 
mercy, be it against seven-year-old sons 
or 67-year-old grandads. 


DEAR OXM, 
Are there any plans for a 
sequel to Jet Set Radio 
Future? It is an excellent 
game and deserves a sequel. Also, is XIII 
2 coming out? | completed it two months 
ago, and at the end it says, “To be 
continued...” Just wondered if you guys 
down at OXM knew anything about a 
possible sequel. 

Sean Butler, via email 


4 Can you be trusted not to peek at where your oppone 


aa) 


nts are? We can't... 


We're not aware of any sequel to /SRF, 
but if one does materialise, you can bet 
we'll feature it first. The same goes 
with XIII, but Ubisoft would be mad to 
not continue the fantastic series. 


MY PATIENCE IS 
E GROWING THIN 

| am an avid reader of your 

magazine and have been 
collecting since issue 1. Since then | have 
started to notice a trend that has been 
growing since the Xbox's inception - the 
pushing back of release dates. This did 
not happen in the early days of gaming, 
but as the beast of marketing grows 
larger so do the number of games not 
hitting their deadlines. Some of them 
have been pushed back as far as five 
months. Is this just a minor 
miscalculations? Or is this something 
more cunning? 

| recently went down to my local 
store to ask some people what they 
thought about this growing trend. One 
passionate young man exclaimed, "I 
swear, if Halo 2 doesn't come out soon 
I'm gonna burn this place down!” He 
then calmed down to say that if 
publishers kept to their release dates, 
he"d have much more respect for them. | 
asked the manager of the store and he 
said even though he wasn't too pleased 
about the delay of Half Life 2, it is just 
something we have to deal with, even 
though it's not very fair. 

Are these delays the result of 
technical and zoning problems? | think 
marketers are aware that the average 
gamer is a very impatient being and that 
these delays will make us petty mortals 
get more anxious and excited. 

Is this a standard marketing 
technique? | think it's pretty unfair for 
them to dangle a game in front of us to 
get our expectations up, and then just 
take it away again. It just feels like such a 
loss. If this turns out to be true then it 
proves that the publishers do not have 
much respect for us. 

Christian Gilbert, via email 


Save games have been one of the 
most common requests, and we're 
pleased to say that our next disc will 
have save-game files for Rainbow 
Six 3, Project Gotham Racing 2 and 
a few others. Look out for it! 


B ROCK ON 


We roll too, you know. 


B GTA QUESTION 


On paper, Rockstar has said that San 
Andreas is exclusive to PS2. 
However, the same was said of Vice 
City, V8 Supercars Race Driver and 
LOTR: TTT - all of which are now on 
Xbox. You be the judge. 


MIDDLE 
MANAGEMENT 


There was a rumour of a mid- 
season release, but we've had no 
word since. The great LMA 
Manager, however, is available. 
Check out the review on page 082. 


E THE O.G.X.B. 


As you can imagine, anything to do 


No, delays in the release date are not a 
deliberate marketing tactic. In an ideal 
world, every game would be released 
on the projected date, but the actual 
timing is the product of commercial 
interests that compete with an artistic 
vision. Nobody wants to wait forever 
for a new game, but then again nobody 
wants a load of rubbish that's been 
rushed to meet an unrealistic deadline. 
Your store manager is absolutely right: 
it's just something you have to learn to 
deal with. A little patience isn't going to 
kill you. 


HOW MUCH TO MILK 
Am | the only one who thinks 
nothing is original anymore? 
Movie tie-ins are almost never 
done right, and it's usually because 


with the next Xbox is being kept 
under wraps at the moment (even 
from us), but early indications point 
towards original compatibility. 


E KOTOR KONTENT 


As and when the content becomes 
available, we'll do our best to get it 
to all the non-Live players. 


2 .— 


E BRING IT ON 


Ah, your journey to the light side is 
almost complete. All that's left is to 
put your money where your mouth 
is, get on Xbox Live, then challenge 
us to a race. 


ES FORGET M.C. NOT 


We featured it back in Issue 20. If 
you missed it, call our back issues 
department on 1800 007 820. 


they're done for the wrong reasons: to 
make a quick buck off the hype of a 
blockbuster. The same goes for sequels. 

[SNIP! - for spacing reasons, Ed] 

From some of the sequels I've seen, 
l've begun to lose faith in creative 
originality. [SNIP! - Ed] Halo 2 is gonna 
be awesome, but will Halo 10? What are 
your thoughts on this? 

Jeffrey Reynolds, via email 


We know your pain, Jeffrey. Sadly, 
some publishers just don't realise when 
they're beating a dead horse. But for 
every dodgy new edition there is of 
Tomb Raider, there's an exciting and 
original sequel to Splinter Cell or 
Mechassault just waiting to 
sweep you off your feet. See? o 
They're not all bad. 


A THANKS TO R. COOPER OF QUEENSLAND, WHO SENT US EIGHT WRITTEN AS SU ED PAGES DETAILING WHY AND HOW MUCH HE LOVES HIS XBOX. WE'VE STUCK IT UP ON THE OFFICE WALL FOR EVERYONE TO SEE. 
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Ti EXCLUSNE 


Where we go behind the s scenes of the 
biggest games currently in development ` 


WORDS: DAN TOOSE 


GAME INFORMATION 
DEVELOPER: ID / VICARIOUS VISIONS 
PUBLISHER: ACTIVISION 
RELEASE DATE: LATE 2004 
PLAYERS: TBA 
WEBSITE: WWW.DOOM3.COM 


HEN WE WERE children, 

many of our parents made it 

clear that there are certain 

events in life that you not 

only never forget, but 

remember vividly right down 
to where you were when you heard the news. 
For our parents it would've been the moon 
landing and the death of President Kennedy, 
while for most of us it's been 911 and the 


release of Doom on PC. In the life of a video 
games fanatic, it was the dawn of modern PC 
gaming. In one fell swoop, Id Software had 
destroyed the notion that PC games were ugly, 
cerebral experiences... and ensured that we 
would immediately blow our savings on an 
IBM compatible PC. 
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İt was 1993 when coding genius John 
Carmack produced a pseudo 3D first-person 
shooter that was immersive enough to have 
people attempting to dodge incoming attacks 
by swaying in their chairs. As well received as 
it was by the masses, Id knew they could do it 
better. With flat sprites for monsters and an 
engine that didn't allow one room to be above 
or below another, Carmack and the Id teams 
left the Doom series behind as they embarked 
upon a journey to develop and refine a true 3D 
first-person shooter with the Quake series. 

Now ld is returning to their roots, reviving 
the series that has branded them as the most 
influential PC game developers ever. Thanks to 
the similarities between PC and Xbox hardware, 
as well as the fact that Xbox is the only console 
with enough grunt to do the job, Doom 3 will 
be gracing our beloved system later this year. 

So what's in store for us? Well, Id spent 
the last few years refining the multiplayer 
aspects of the genre with Ouake, which 
generally involved packing more polygons and 
sharper textures into the mix. Now as they 
return to the Doom franchise, Id are doing an 
about face on both the gameplay and technical 
aspects of their approach to making a 
better first-person shooter. 2» 


MAGAZINE 


FROM SKETCHES 
TO SCARES 
: The evolution of Pin 


 THENEWF ky demon was recreated 
—— from scratch, eiert show his 


he's painted to show how he 


D Ata glance, the title implies that Doom 3 

is a continuation of the Doom story. In 
fact, it's actually a modern day remake. Not in 
the same perverse way that Hitchcock's Psycho 
was churned out on to new film-stock, but by 
using Carmack's unparalleled ability to create 3D 
gaming engines to deliver a more cinematic 
experience. 

Back in "93 nobody cared that Doom's 
whisper of a plot was told via a couple of 
paragraphs of text that appeared after clearing a 
series of levels. Quite frankly, people were too 
caught up in revolutionary gameplay to care. But 
the scenario that Id came up with would've 
made for a great sci-fi action film. 


^* The gates of hell are guarded by Hell Knights and all manner of disgusting critters eager to eat your face. 


G 


When the Union Aerospace Corporation 
starts tinkering with inter-dimensional portal 
technology at research stations on Mars, they 
unwittingly consign those involved with these 
experiments to their doom. Murphy's Law kicks 
in as portals from Hell itself are opened, pouring 
a horde of demonic creatures into our universe. 
The station's Space Marines are mercilessly 
slaughtered, but one of them manages to 
survive. That poor soldier will be played by you. 

It's very much the same idea as the 
original - a lone space marine using shotguns, 
plasma rifles, chainsaws and the infamous 
room-clearing BFG (that doesn't stand for Big 
Friendly Giant folks) to take down zombies, 


imps, Hell knights, revenants, cyberdemons and 
a few new hellish horrors on a nail-biting run- 
and-gun adventure. The difference here is that Id 
has developed the technology capable of 
realising their dreams: to deliver the most 
terrifying cinematic video game experience ever. 
In the past, what really scared the bejesus 
out of the player in Doom was usually the sheer 
numbers of demonic enemies that could assault 
them at once. One imp was never a problem, 
but even the most dauntless gamer got a full 
dose of panic when a dozen of those buggers 
appeared out of nowhere and tore into them 
with fireballs from all sides. Unfortunately, Id 


don't have the same luxury of being able to D> 
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HFINEN'T THEY GROWN? 


1 ZOMBIE 


ix 


d (rere ~se- Pd 
bol bende fpe "EN 


but we all remember our first encounter with them. 


^* Pizza, must finish pizza. Need more yummy pizza. Gav loves pizza. 


>> use numerical disadvantage to increase 

the difficulty, since their army of other- 
dimensional nasties are so detailed that having 
more than a few of them on screen at once 
causes the game to slow down. 

To combat this problem, Id have adopted 
the tried-and-tested horror film approach of 
instilling fear and terror into the player. Just as in 
the original Alien film, it's not what you can see 
that scares you, but rather what you can't see. 
With that in mind, Carmack has used advanced 
visual effects to create sublime soft-lighting and 
natural shadows that obscure the player's vision 
enough to keep them guessing. 

With their ability to see in the dark (or 
perhaps it's just the ability to sniff out the living), 
the forces of Hell use the shadows to their 
advantage. Rather than just come at the player 
relentlessly, the demons will lunge at the player 
from any hiding place you could imagine - like 
dropping down behind you from overhead 
piping and bursting up from grills in the floor. 


AMAD | HEALTH ARMS 


Hell Knights, Hell Barons, and even the Cyberdemon 
himself are nothing compared to the new breed. 


And we used to think they were scary back then... 


suesaunesasar 
un 
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^* The Marines whip elastic limbs at you if they run out of ammo. 


Having a torch handy may seem like the obvious 
vvay to deal vvith the veil of darkness, but the 
light will also give away your position. 

As if players won't be spooked enough by 
not knowing where the next threat is coming 
from, the lighting and shadowing effects will 
create imagery that is so much more realistic 
that suspending disbelief is a snap. As 
mentioned before, instead of relying on lots of 
polygons to convey the virtual experience, Id are 
letting all of the special lighting properties that 
can be applied to textures do the work for them. 

If you've always wondered what all the 
fuss has been about bump-mapping, specular 
lighting effects and the like, then a quick look at 
Doom 3 will help you understand the difference 
that they can make without having to learn any 
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techno-babble. When the lighting looks right, the 
game looks right. 

Of course things only ever look right when 
everything behaves correctly, whether they be 
monsters or inanimate objects that occupy the 
gaming world. Although several games have 
used techniques such as rag-doll technology and 
improved collision detection to weave a 
convincing illusion, it must be pointed out that 
even a year ago, Doom 3 still boasted more 
realistic in-game physics than any game that has 
been released to this day - on any system. 

When lead designer Tim Willits 
demonstrated this to us by shooting a metallic 
panel leaning against a wall, even the toughest 
cynics amongst us had to tip our hats. The 
way it gained momentum as it slid down 


W 
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Imps haven't changed that much, apart from the 
new eyes. Great for the base's optician, we're sure. 


BONUS 
INFO 


HELL ON EARTH 
Rumour has it that 
there is a bad guy in 
Doom 3 that's so large 
it’s unlikely you'll be 
able to see all of him 
without adjusting your 
vision and looking up. 
Better still, this giant 
demon isn’t even the 
end-of-game enemy. 
That one is a closely 
guarded secret. 


MODDING HEAVEN 
The original Doom was 
revered for actively 
encouraging gamers to 
create and share their 
own maps and Doom 
mods. The same hasn't 
been ruled out for 
Doom 3 which, if true, 
could mean one of the 
best Live experiences 
on Xbox. 


drop off as he shuffles 
about. Of course, you 
can put him out of his 
misery by blowing his 
head off, but that ` 
would ruin the party, 

wouldn't it? 


4 It's always the same, isn't it? You've had a few alcopops, need to relieve yourself, and some fat bloke asks you if you want to see his puppies. 


It's not just about shoving polygons around, you know 


28 29 30 


To give the game a more cinematic feel, developer id has hired writer Matthew Costello to script the game and supply the Doom 3story. 
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the wall before coming to rest on the 

ground didn't just look realistic by video 
game standards - it looked spot on, period. 
With every object having its own physical 
properties to make it behave in as life-like as 
manner as possible, things rarely end up 
working the same way twice in Doom 3. That 
more than anything makes this the game most 
likely to do away with the sensation of playing 
within a restrictive, scripted adventure. 

The only thing in Doom 3 likely to leave 
the player with a feeling of being restricted is 
the claustrophobic corridors and rooms of the 
Martian base. If anything we expect this to 
make things more challenging, as too many 


” first-person shooters allow players to run 


about in such a way that they're rarely hard 
pressed to evade attacks. With the massive 
‘Pinky’ demon bounding down corridors faster 


than the player can run and weapon-toting 
zombies that lash out with limbs outstretched 
after they've run out of ammo, there's little 
solace for gamers who've been relying on 
circle-strafing all these years. 

Although Id Software is essentially 
responsible for the massive multiplayer craze 
that followed first-person shooters, we'll be 
very surprised Doom 3's multiplayer modes 
will have the same impact as its single-player 
experience. We actually gave an early pre- 
alpha version of Doom 3's deathmatch mode a 
spin at last year's QuakeCon in Dallas. 

Part of the problem with running such a 
visually intense first-person shooter in 
multiplayer games is that they tend to run 
progressively worse the more people you put 
into the game. Doom 3 is no exception here. 
Having watched Tim Willits show off the 


Tim Willits, lead designer 


smooth, flawless single-player side of things in 
a private demonstration, it'd be fair to say that 
last time we saw the multiplayer that it looked 
a little behind the 8-ball. The sight of just one 
other player firing a plasma rifle was enough 
to turn Doom 3 into the most gorgeous slide- 
show we'd ever seen, which in practical terms 
is worst problem you can face while playing. 

Before we completely undermine your 
confidence in Doom 3's multiplayer mode, we 
should point out that the Texas-based 
developers have always come good in the end, 
particularly in terms of graphics engine 
performance. This is why they're one of the 
few developers in the world (Blizzard and 
Bungie being the only others that spring to 
mind) that can tell their publisher that they'll 
simply have to wait until “it's done” 
before it'll be released. 


DOOM'S DAY: SINCE ITS RELEASE IN DECEMBER 1993, DOOM HAS SOLD MORE THAN 3 MILLION COPIES AND H 


>> | 
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^* Classic zombies will be used to create maximum chills. 


A Sometimes it's best not to look in the shadowy areas. 


D> The detail in the lone multiplayer map on 

show wasn't just impressive, it was a 
paradigm leap ahead of any other 3D FPS, even 
compared to the presentation of fully fleshed out 
single player games. Intricate hydraulic 
machinery that truly looks like a functional part 
of space station buzzes and snaps into motion to 
serve as grizzly traps near key items. Of 
particular note was a room that bore more than 
a passing similarity to the carbonite freezing 
chamber on Bespin from the Empire Strikes 
Back. However, instead of freezing whatever is 
caught in the central pit, a fat collum of red 
plasma periodically atomises anyone foolhardy 
enough to risk going for the berzerk powerup. 
The effect was so convincing that we were forced 
to stop paying attention to the guy shooting at us 
while we soaked up the audio-visual treats that 
surrounded us. 
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For Xbox gamers, the four-player limit is 
not going to feel like the same slap in the face as 
it will to Id's PC fan base, who have grown 
accustomed to 16 and 32 player matches. Why 
not? Tim Willits explains, “Our biggest addition 
for the Xbox is the ability to play the single- 
player game with a friend in co-op mode.” It 
wasn't clear at this stage whether or not this 
would be on one screen or via link or Xbox Live, 
but things like the “Last man standing” mode 
planned should also work well within Doom 3's 
low player limit. 

Halo may have spent the past couple of 
years laughing at other first-person shooters that 
have attempted to wrestle the crown from its 
head, but there'll be no chuckling once Id finally 
releases Doom 3 later this year... Just a 
series of blood-curdling screams, both e 
from the game and those who play it. 
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4 He may be dead, but this Revenant won't just rot for you. 


LAYERS OF 
TERROR 


And to think it all started with 
a few measly sprites... 


THE LEVEL OF detail has grown 

immeasurably since the first game, 
where a monster was constructed of sprites 
in a five-frame action cycle. The character 
animation goes through a series of stages 
including motion capture and hand- 
controlled animations, to which real-time 
physics are then applied. The final creature 
is terrifying. It certainly beats the sprites! 


The finished product: Burnie. 


People tend to look at you differently 
when you stuff a voodoo doll full of laxatives. 
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LOW LEVEL 
ANIMATED VIOLENCE 


You and Vince, the third-best voodoo doll in Madam 
Charmaine's shop, are charged with rescuing his maker 
from the evil Kosmo the Inscrutable. To get by pit frogs, 
imps, killadillos and more on the exotic streets of New 
Orleans, Vince must use his best weapon, himself. See 
Vince jump into a blender, stick himself with a pitchfork, 
step into a beartrap and over 25 ways in which Vince can 


hurt himself, which means he's really helping himself. it's good to play together 


gamexstudios So don't feel bad for Vince. It's what he does best. xbox.com/voodoovince 


©2003 Microsoft Corporation. All rights reserved. Microsoft, the Microsoft Games Studio logo, Voodoo Vince, Xbox, and the Xbox logos are either registered trademarks or trademarks of the Microsoft 
Corporation in the United States and/or other countries. The names of actual products and companies mentioned herein may be trademarks of their respective owners. MES02034 
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Take control of.a giant, roaming. 
run like fell. This time out he choice isyoürs == 


WORDS: JIM ROSSIGNOL 


GAME INFORMATION 
DEVELOPER: DAY 1 STUDIOS 
PUBLISHER: MICROSOFT 
RELEASE DATE: DECEMBER 2004 
PLAYERS: 16 


WEBSITE: VVVVVV.MECHASSAULT.COM 


HE ORIGINAL MechAssault 
(Issue 09, 8.0) was a 


splendidly huge, armour-clad 
step in the great evolutionary 


road towards the perfect 


giant robot game. Of course, 


games development boffins will never actually 
find the formula for the perfect, robot monster 
experience (although we'd like to see it), but 
watching them try is what makes robo-gaming 
as much fun as it is today. MechAssault 
performed its task admirably: endless carnage, 
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massive explosions, massive robots and tanks 
getting jiggy with whole towns, not to mention 
the squishing of tiny, puny humans under robot 
feet. This is what technical experts term ‘totally 
awesome stompiness". 

But, there were some problems with 
MechAssault. Some, shall we say, imperfections 
in the design. One of these was that you never 
really got a sense of scale. You played as a 
mech, and so you were never dwarfed by the 
other mechs around you. You never got to gasp 
at their monstrous scale; you never stepped 
back in horror as they cast a 100-foot shadow 
across your puny human form. 

Lucky for us then, that MechAssault 2 
changes all that. You still get to perform the 
atomic tango in a giant robot, but it's also just 
as likely to'be you on the receiving end. Yes, you 
can play as the puny human you are, fleeing in 
terror from a 100-ton Atlas mech - as well as the 
steady-handed pilot of a metal death machine. 
Sounds interesting? That's not all. 
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FREEZE FRAME — 


COMBAT IS A tricky affair when you're in a tank. They're tough as nails and highly mobile, 

but they don’t pack the almighty punch of the mechs. Use your imagination to come at the 
enemy from interesting angles: buildings will be destructible and ploughing through them could be 
the best way to get your impressive twin cannons into the action. You'll also be able to leap out of 
the tank to hack key security computers, but remember - you're very vulnerable on foot. You will 
have some tricks at your disposal, but we haven't yet seen what kind of artillery you're going to get. 


ə As this shift of perspective shovvs, 

MechAssault 2 is a vast overhaul of the 
original game. More ambitious, more varied and 
more polished, this is the kind of game that all 
sequels should aspire to be: better than the 
original in ways that the previous game couldn't 
have dreamt of. 

The Battletech Universe, the galactic 
apocalypse in vvhich the mechvvarrior games are 
based, is a rich one. MechAssault 2 is shaping 
up to be the most lavish interpretation of 
interstellar robot war culture that video games 
have ever seen. There have been plenty of mech 
games over the years, but it's only on Xbox that 
they've really come to life. There'll be all kinds of 
future technology in MechAssault 2, and that's 
not even including the mechs, which are the 
pinnacle of military hardware. You can expect to 
be moving between different vehicles as you 
play, making the feel of MechAssault 2 a little 
more like Halo, but with better vehicles. Instead 
of the Warthog and Scorpion, there's the Mad 


remember swatting like flies in the original. This 
time you'll be able to pilot this personal armour 
kit yourself, taking advantage of its jetpack 
mobility and capacity for going places a giant 
robot can't. Handy, that. The battlesuit can even 
attach itself to buildings and larger vehicles as it 
makes it way around, a skill that becomes 
enormously useful as the game progresses. It 
does this using the powerclaw - the weapon that 
dominates one arm of the suit. You can, for 
example, hitch a ride on flying vehicles, or use 
the vantage point of the side of a building to 
gain the higher ground on your enemies. 

The battlesuit is ideal for taking down pesky 
infantry or knocking out lightly armoured 
vehicles using its fast-firing pulse laser. The 
downside is that heavy armour won't be worried 
by it so when you don the battlesuit, expect to 
employ quite different tactics. Here's where it 
gets interesting: it can be used to 'jack' into 
enemy mechs. Its agile flying skills enable it to 
get up onto the back of a mech and either 


Cat Battlemech and the Rommell Mk II 


Supertank, beasts that make contemporary 
hardware look like useless piles of junk. There 
are also flying machines to play with as you 
carry out your missions of destruction, not to 
mention the possibility of ditching the armour 
altogether... All of which adds up to a toolbox of 
hyper-technology that will blow the feeble minds 
of most gamers. 

MechAssault 2 will be a continuation of the 
original game in its story and method of play. 
The big difference is going to be the weaponry 
on offer, so here's a taster of the new toys our 
mech pilots are going to get their hands on in- 
game. First up there's the battlesuit - as worn 
by the tiny, armoured, flying 
dudes that you'll S 
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destroy it, or force the pilot to eject. Because it's 
lightly armoured, it also runs the risk of being 
knocked off and obliterated by a mech”s bigger 
guns. But if you do pull if off, you might even be 
able to steal the mech for yourself - something 
that could make for some violent and 
exhilarating missions on Xbox Live. 

Another flying machine dominating the 
skies of the 31st century is the vertical takeoff 
and landing (VTOL) aerospace lifter - the air 
support that can make or break a mech conflict. 
The VTOL is a scout and assault craft that can be 
used in combat or reconnaissance. Where its 
real forte lies however, is in 
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getting cargo into dangerous areas - it can carry 
battlesuited passengers (something that will 
come into its own in Live games) as well as 
deploy turrets. These remote turrets will lay 
down suppressing fire to hold off enemies and 
seal off possible approaches from attacking 
forces. For those missions where you have to 
stay tightly focused on certain key objectives, the 
deployment of the turrets could end up being an 
essential action. 

Of course, no war can be won entirely from 
the air - you're always going to need ground 
force to get down and dirty with the entrenched 
enemy. The mechs are one way of doing this, the 
tanks another. The Rommel Mk II is a much- 
upgraded version of the blighters that dogged 
players in the original. It's as tough as a turtle on 
steroids, and packs an almighty smack in the 
bracket with its twin cannons. Not as glamorous 
as the mechs, perhaps, but the heavy tank will 
still play a vital role on the spectacular 
battlefield of MechAssault Z's violent future. You 
can expect to be using this machine on several 
occasions during the course of the single-player 
game, as well as in the multiplayer sessions. 

But even tanks can't do the most important 
tasks on the battlefield. These are left to 
the squishies: the humans. As 
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A The battlesuit is totally dwarfed by the huge, lumbering mechs. 


4 A salvo from a heavy mech will dispatch a building with ease. 
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>> ROCKET BOOTS 
Mechs might be 
monster robots but they 
can also perform 
stunning leaps into the 
unknown. The ‘death 
from above’ move is 
possible for smaller 
mechs using jump jets, 
springing on enemies 
from the skies, dodging 
traps on the ground 
and generally blotting 
out the sun. These 
jump-packs are often 
employed as a trade-off 
against weapons and 
heat-management. 
They also enable 


smaller mechs to out- 
manoeuvre their larger, 
lumbering foe, making 
them look rather silly. 


BONUS 
INEO 


ON YOUR BACK 
With battlesuits able to 
jack into the back of 
mechs, you're going to 
want a buddy who can 
get the buggers off 
before they force you to 
eject from your robot. 
Teamplay is always 
more fun, but this 
makes it essential. 
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> mentioned earlier, MechAssault 2 is 
going to pull you out of the safety of a 
giant robot and put you on the ground with 
little more than handguns and battle trousers 
to protect you. You'll be incredibly vulnerable 
in this state, so why would you ever want to 
move from the safety of a vehicle? Well, you 
might be forced to: if your mech goes down 
you'll need to eject, likewise with other 
vehicles - and it's only on foot that you can 


swap between war machines. But there will be 
other reasons to make your way through the 
game on foot, too. Your objectives will 
incorporate more than just destruction - you'll 
need to get into buildings, collect documents 
and flick switches. You'll also be able to hack 
into computers to shut down security systems 
and paralyse enemy defences - all things a 
giant mech would find a little tricky with its 
50-ton chicken feet. 


Ah, the joy of mechs. Giant, brutal, 
beautiful - these metal monsters are the 
ultimate war machine. Heavily armoured and 
equipped with a bewildering array of future 
guns, these machines are about as much fun 
as you can have on a battlefield - anywhere, 
anytime. The mechs come in all different 
shapes and sizes, and each one specialises in a 
different form of combat. The almighty 
Atlas stomps its enemy and obliterates 2» 
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THE LNE EXPERIENCE 


ON LIVE YOU can expect a far more open field of battle, with 

a large number of tactics, vehicles, weapons and terrains for 
you and your team-mates to take advantage of. You'll be taking 
VTOL, tanks and battlesuits into battle to support the central mech 
attack. We can't wait to see it in action. 


5. S 
E yə 1 


^* In attached mode. A VTOL can carry several suits at once. 


KING OF THE HILL. 


IMAGINE YOURSELF in the seat of a light 

Raptor mech. How would you go about 
your attack? Well, perhaps you'd be supporting 
a heavier ally, such as the giant 100-ton Atlas 
mech. The Raptor would be moving at speed, 
using its low radar signature to hide from the 
enemy. The enemy, would be drawn into 
attacking the heavier mech and this is where 
your flanking tactic would come into play. You 
can attack from behind as they engage the 
Atlas, using his heavier armour, or get in close 


^ Urban combat becomes a kind of lethal hide-and-seek. 


Bons and lock down the mech with a combination of 
flame thrower and machine-guns. Get him 
PIGGY BACK RIDE when he's been firing heavily and you might tip 
The battlesuits that his heat balance over, causing him to shut 
players wear can hitch down. From there it's easy money... 
a ride on the VTOL craft 5 2 r 
and mechs too. With > all-comers with its heavy artillery, for long-range missiles, the Raptor makes for a & ye 
huge robots to manage, example, vvhile medium-sized mechs superb anti-aircraft mech, vvhile also being fast = 
there's every chance such as the Mad Cat will utilise a mixture of enough to outpace heavier, more dangerous 
that enemy pilots will armament and manoeuvrability to gain an machines. It takes advantage of its slim size by 
fail to notice a sneaky advantage on the field. Lighter scout mechs will employing radar dampeners, enabling the 
attack by clever also be included in the mix and there's a new, Raptor pilot to hide from his enemies very 
battlesuited pilots. pretty special model making its debut in easily, especially in heavily built-up areas. The R » 
MechAssault 2 - the Raptor. Raptor also sports a plasma flame thrower, a ğ in 
As with all mechs, the Raptor puts an weapon that's deadly against infantry. It can 
array of weaponry at the pilot's disposal, also be used very effectively against mechs, & 


allowing flexibility within its chosen field of which is handy since the one big 


specialisation. With twin machine-guns and problem for mechs is the amount of 2» ^* Expect flaming explosions aplenty. 
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>> GALACTIC TRAVEL 
Fans of the 
mechwarrior games 
will be familiar with the 
backstory and culture 
of the Battletech 
universe. Those of us 
visiting it for the first 
time with MechAssault 
2 will experience 15 
lavishly realised 
planets, across which 
the combat will take 
place. The story itself is 
made up of five large 
chapters, which means 
this could be a game 
that keeps you busy for 
quite some time, 
battling the evil 
machinations of the 
Blake Corporation. 


The VTOL creates a totally new 
dimension of play for the mech 
pilot. It won't be all stomping and big 
guns, although the VTOL is equipped 
with a rather tasty rack of crossbow 
rockets. The VTOL will be used for 
transport, laying turrets as well as 
dropping off salvage. It can also carry 
a small number of battlesuited 
players, who can be airlifted rapidly to 
where they're needed on the 
battlefield. The craft will be slower 
with passengers, but it'll still be faster e 
for the battlesuits than using the 
jetpack or walking. This could mean 
some interesting tactics in multiplayer, 
especially in urban environments. 


MECHASSALILT e EISE 


> .—— BE Us . 
ore to the proceedings will, of course, be the protracted duels between large and powe 


» heat they generate through moving and 

firing their weapons. The firestorm of the 
Raptor's flame throwers will add to the 
possibility of overheating, something that all 
mechs have to try and avoid. If they get too hot, 
they shut down - this can happen with both 
player-controlled and computer-controlled 
machines. Managing heat is one of the core 
challenges to mech combat, and something that 
is likely to be refined even further as the 
development process continues. 

The Raptor has some other tricks up its 
sleeve, too. It can use flame throwers to cover its 
escape, or even shut down enemies before 
taking them apart with missiles and machine- 
guns. Mechs operate in groups called ‘lances’ 
and a clever commander will ensure a range of 
different mechs are in the lance, so that their 
abilities complement one another. There's no 
point in having only slow, heavy assault mechs, 


r ES 3 
^* The VTOL: use it for both transport and combat support. 
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rful mechs, 
whatever their firepower. If the enemy can 
outrun them, they re still going to lose. 

All this adds up to an astoundingly futuristic 
battlefield, which will be the scene of an 
enormously varied single-player campaign. 
Players will have to decide which vehicles they 
want to use to complete the missions - a choice 
that will affect what happens to them in the 
game's storyline. Like the original, the game is 
set in the war-torn 31st century, where the great 
houses of the galaxy battle against both each 
other, and the mech clans, for domination of 
precious resources. Picking up where the original 
left off, you are a famous mechwarrior, and a 
member of Wolf's Dragoons. 

The game kicks off with the Dragoons in 
conflict with the powerful industrialists of the 
Blake Corporation. The Blake Corporation is up 
to no good, raising lost technologies and 
manufacturing plenty of mechs which is 
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^* VTOL players will be in demand to transport battlesuits. 


» obviously a sign of trouble. But if the first 

game used dull scrolling text to get the 
plot across, the storytelling method should be a 
little more immediate and vibrant this time out. 
The idea is for you to interact with other 
characters, uncovering the story for yourself. This 
should encourage you to play through the early 
plot mechanics, side-stepping the possibility of 
getting bored and clicking through the text to get 
the action. That said, the story isn't the main 
reason to play a giant robot game: what matters 
is the quality of the action. 

And it's the variety of the action that will 
keep you gripped. As we've already seen, 
MechAssault 2 is providing a far larger range of 
vehicles and in-game tactics than the original, so 
we can expect to see unique and unusual 
modes of play. Using the battlesuit to get hold of 
a mech to pilot will, for example, probably 
become a staple tactic for an assault mission in 
enemy territory. You might, however, choose an 
entirely different approach, and decide to go on 
foot, hack the enemy defences and steal a tank 
to make the final attack. It all comes down to 
how you want to play. Implementing this kind of 
flexibility in play has been the major challenge 
for the development team and it will be 
interesting to see whether it will be able to pull 
it off in the released version of the game. It's 
looking very promising right now, but there’s 
always the chance that something will go wrong 
for the final release. Naturally, were hoping it 
all goes as planned. 

Immense though it is, the real magic is 
not likely to be found in the single-player game. 
The best thing about the sequel, is that it looks 
like it's shaping up to be a huge hit on Xbox 
Live. Fully geared towards multiplayer gaming, 
the development team has promised to include 
great support for clans. Expect a range of 
customisation options - the ability to create 
your own logos and decals for those all- 
important show-off moments in big grudge 
matches. With the possibility of large-scale 
vehicular combat with friends playing alongside 
you, this is the kind of game that's going to 
reward interesting tactics and imaginative, 
communicative teamplay - not to mention how 
good it's going to feel to stamp on your friends 
in a giant robot as they flee on foot. Such is the 
enormous potential for MechAssault 2 that it 
might possibly even support major competitions 
both on and offline. All this adds up to an 
exciting prospect. MechAssault 2 looks like it 
could be one of the boldest efforts of the coming 
year, and one that will bring us another step 
closer to the impossible dream of a 
perfect, giant robot experience. Whir, 
stomp and count the days. 
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1E HUGE, EGG-LIKE AIRCRAFT THAT PUT THE MECHS ON THE GROUND ARE A TRULY IMPRESSIVE PART OF THE BATTLETECH UNIVERSE. 


A SKY EGG: BUT WILL THERE BE A DROPSt 
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SUBSCRIBE NOW, and not only will you get 
the world's best Xbox magazine delivered to 
ga” m Hu Hum your door, but you also go in the dravv to 

n | BUE m win one of five Xbox Live gaming packs, 

2 valued at nearly $500! 

Each prize pack comes bundled with an 
Xbox Live Starter Kit - which comes with the 
headset, the Starter Disc and a year's 
subscription to Xbox Live - and four of this 
year's blockbuster games for Xbox Live: 
Project Gotham Racing 2, Counterstrike, 
Amped 2 and Top Spin! All four of these 
games have been tried, tested, and rated by 
the Official Australian Xbox Magazine, and 
they're amongst the best games that money 
can buy for playing on Xbox Live! 

All you have to do to be in the running 
for this awesome prize is subscribe to this 
magazine, and tell us in 25 words or less 
why you want to play your games online! 
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WHY SUBSCRIBE? 


>> YOUR COPY GUARANTEED! 
Get every issue of the Official Australian Xbox Magazine and the 
playable Game Disc delivered to your door! 


>> EXTRA CONVENIENCE! 

Why go to the bother of remembering the shelf date when we'll 
remember it for you? And why trek all the way to the local 
newsagent when we can do the trekking for you? 


>> SAVE MONEY! 
Save up to 44% off the usual cover price - that's an amazing FOUR 
issues free! 


SAVE A MASSIVE 30% 


*.| OFF THE COVER PRICE! 


»» 6 MONTHS FOR $69.95 
SAVE $19.75 OFF COVER PRICE 


»» 12 MONTHS FOR $124.95 
SAVE $54.45 OFF COVER PRICE 


-CALL OUR HOTLINE, WHICH IS OPEN 9AM-5PM MON-FRI 


1800 007 820 


OR FAX 02 9386 4288 


OR SUBSCRIBE ONLINE AT: 
www.derwenthoward.com.au/subs 
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1. YOUR DETAILS 


TITLE 


MR 0 MRS |) MS [ MISS 


Name 

Address 

Suburb 

State Postcode 
Country 

Email Address 


Tel no. (inc. area code) 


` ` Tick if you do not wish to receive information about special promotions 
from Derwent Howard and carefully selected partners. 


2. PLEASE TICK ONE BOX 


AUSTRALIA 


[_] Easy payment plan. Please debit my credit card now for $59.95 and 

for each 6 month period from then on. 
To ensure | receive uninterrupted delivery of the Official Australian Xbox Magazine, please 
renew my subscription each period upon expiration at the same fee unless otherwise agreed. 
| understand I’m under no obligation to continue my subscription beyond the nominated period. 
Unless | cancel my subscription, | understand my subscription will continue and my account 
nominated below will be automatically billed. 


[C] One payment of $69.95 FOR 6 months SAVE $1975 OFF COVER PRICE 
[C] One payment of $124.95 FOR 12 months SAVE $54.45 OFF COVER PRICE 


NEW ZEALAND 


` One payment of $81.95 FOR 6 months SAVE $1975 OFF COVER PRICE 


C] One payment of $148.95 FOR 12 months SAVE $54.45 OFF COVER PRICE 


3. METHOD OF PAYMENT 


CI Cheque/Money Order make payable to Official Australian Xbox Magazine 


(AUDS drawn on an Australian bank account) 


` Mastercard (| Visa | | Bankcard 
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Expiry date 


Send all forms to Derwent Howard Publishing, Reply Paid 1037, Bondi Junction NSW 1355; or 
phone 1800 007 820 (Monday-Friday 9am-5pm EST). Please allow 6-8 weeks for first delivery. 


4. FILL IN THE ENTRY FORM 


Tell us in 25 words or less why you want to play your games online. 


CONDITIONS OF ENTRY: 

1. Information on how to enter, forms part of the terms and conditions of entry. To enter Xbox Live 
Gaming Pack competition, you must answer in 25 words or less: "Why you want to play your games 
online". Eligible participants are required to provide their name, address, postcode and telephone 
number to complete their entry as well as subscribing to any of the below magazine. 2. Entry is 
open to all permanent residents of Australia and New Zealand when subscribing to the Official 
Australian Xbox Magazine's issue 26. 3. It is a game of skill and chance plays no part in determining 
winners. 4. The judges' decision is final and no correspondence will be entered into. Prizes cannot 
be transferred. Prizes cannot be redeemed for cash. 5. The judging for the Xbox Live Gaming Pack 
subscriptions competition will take place on June Ist, 2004, at Derwent Howard Magazines, Level 
3, 75 Grafton Street Bondi Junction NSW. 6. The promoter will not be held liable for any late, lost 
or misdirected mail. 7. Employees and the immediate families of the promoter and the agencies 
and companies associated with the promotion are ineligible to enter. 8. The winners will be notified 
by mail. 9. Prize values are the recommended retail value as provided by the supplier and are 
correct at the time of printing. All prize values are in Australian dollars. 10. The promoter shall not be liable for any loss or damage 
whatsoever that is suffered (including but not limited to direct or consequential loss) or for any personal injury suffered or sustained 
in connection with any prize/s, except for any liability that cannot be excluded by law. 11. "The Xbox Live Gaming Pack" subscriptions 
competion commences on April 28th, 2004 and concludes on May 25th, 2004, with last mail received. 12. All entries become the 
property of the promoter. 13. Prizes and values are as follows: 5 x Xbox Live Starter Kit @ $99.95, 5 x Project Gotham Racing 2 @ 
$99.95, 5 x Amped 2 @ $99.95, 5 x Counterstrike @ $99.95 and 5 x Top Spin @ $99.95. 14. The promoter is: Derwent Howard 
Magazines, ABN 400 958 728 89, of Level 3, 75 Grafton Street Bondi Junction NSW. 
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We pride ourselves on 


bringing you the very best 
reviews possible. 


RENIEWING SETUP 


WE REVIEW games on a 32 inch PHILIPS Matchline III digital 
TV. As well as a brilliant widescreen picture, this beauty boasts 
Dolby Digital surround sound and has wireless FM rear 
speakers. Apart from giving us all TV-insecurity when we 
think of our humble sets back home, it means we've got the 
best environment in which to play and test every Xbox game 
to the limit. For more info check out www.philips.com.au. 


WHAT OUR BADGES MEAN 


THE XBOX ELITE - ONE OF THE VERY BEST AVAILABLE 


7.5-38.4 

A TOP QUALITY RELEASE THAT'S WELL WORTH HAVING 
5.5-7.4 

STILL WORTH CONSIDERING, BUT HAS SOME FLAWS _ 
5.1-5.4 

AN AVERAGE TITLE WITH NOTHING OUTSTANDING TO OFFER ` 
2.5-5.0 

A BAD GAME, AND ONE YOU REALLY SHOULDN'T BOTHER WITH 


0.0-2.5 
CALLING SUCH A RANCID STINKER A “GAME: IS LIBELLOUS 


WE ONLY REVIEW the finished Australian version of a game - the version 
that you will be paying for and playing. The US or Japanese release will 
often differ from its Australian counterpart. By sticking to this policy, we 
will never mislead you by reviewing imported games or preview versions. 

Microsoft has no access to, or influence over, the Official Australian 
Xbox Magazine. The company supplies us with screenshots, info and 
games before any other magazine. We dont do deals with Microsoft, or 
any other publisher, to get access to finished games. As a result, we're 
in the best position to give you what you deserve - balanced, objective 
and accurate reviews on which to base your buying decisions. 


THE. NERDET 


POWER 

How technically adept is the 
game? Does it make proper use of 
the Xbox? How impressive is it? 


XX 


xX 


GOOD POINTS 


+ WE'LL SUM UP SOME 
OF THE GAMES BEST 
AND MOST EXCITING 
POINTS FOR YOU HERE... 


—— m — 
How stylish is the game? How 
well is each aspect of it designed? 


How good does it look and feel? BAD POINTS 


IMMERSION 

How involving is the game? Will 
hours fly by in minutes? Are the 
controls instinctive or awkward? 


- AND LET YOU KNOW 
WHAT'S PARTICULARLY 
BAD ABOUT IT HERE. 


SUMMARY 

This is our overall opinion of 
the game, condensing the 
review into one easy-to-digest 
comment. 


EIFESPFN 

How much is there to the game? 
How long will you keep coming 
back to it? Is it worth the money? 


FACIAL AUSTRALIAN MAGAZINE SCORE 


AT THE START of a review, along with the Game Information box telling you who's made the game, when it's out, how many 
people can play and the official website address, you may see a badge or two. This is what they stand for: 


X 


Pur ornaat austaaran 


XBOX MAGAZINE 


XBOX ELITE 
Any game scoring 8.5 
more is given our Xbox 
Elite award. You can be 
sure a great game 
awaits you. 


GAME OF 
THE MONTH 
Every issue we give the 
Official Australian Xbox 
Magazine's favourite 
release this award. 
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XBOX LIVE 
It's what we've all 


ONLY ON XBOX 
If you see this badge 


ON THE DISC: 
PLAYABLE 


SEE IT ON THE DISC: 
MOVIE 


been waiting for. The 
Xbox Live badge 
means the title is Xbox 
Live enabled. 


at the start of a review, 
you'll know that Xbox 
is the only console this 
game will be on. 


MAGAZINE 


A playable trial version 
of the game is on our 
cover disc. 


Watch the game in 
action with a movie on 
our cover disc. 


KEVIN CHEUNG // 
EDITOR 


APART FROM the new 
Battlestar Galactica series 
reviewed this month, 
Kevin found another film 
that could be called Space 
Tits: Starship Troopers 2, 
on DVD. Blech. 


NO\ AYING: 
Pandora, Ninja 
Gaiden, Fight Night 
FAVOURITE SNACK: 


MATT WOLFS // 
TECH EDITOR 


MATT HAS asked us to 
tell everyone that he is on 


a personal crusade to get . 


everyone to buy Carve - a 
game he believes has 
been grossly underrated. 


NOW PLAYING: 
Carve, Ninja Gaiden, 
V8 Supercars 2 
FAVOURITE SNACK: 
Forum trolls 


RALPH PANEBIANCO // 
WRITER 


RALPH IS all excited about 
his upcoming trip to Santa 
Monica for Activision's 
pre-E3 show. Which is a 
nice break from all his 
work on V8 2. 


NOW PLAYING: 
V8 Supercars 2, 
Galleon 

OURITE SNACK: 


GAVIN OGDEN // 
NEWS EDITOR 


FIVE DAYS, 20 hours' 
sleep, 9 all-you-can-eat 
buffets, $200 in 
casinos, $300 on 
shopping and $400 in 
seedy bars - Gav had a 
time of it in Las Vegas! 


NOW PLAYING: Project 
Gotham 2, Sonic 
Heroes, Deus Ex: IW 
FAVOURITE SNACK: 
Bacon Bits 


JAMES COTTEE // 
WRITER 


JAMES HAS LOST all love 
for the Yanks after several 
weeks of needlessly 
frustrating security checks 
and interviews, just so he 
can obtain a media Visa 
to attend E3. 


NOW PLAYING: 

Pandora, Midway 
Treasures, Tenchu 
FAVOURITE SNACK: 
Teriyaki Sushi Rolls 


WRITER 


DAN JETTED off to 
Baltimore this month to 
attend a top secret 
showing of a few titles 
that'll be unveiled at E3. 
The lucky sod. 


NOW PLAYING: 
Shadow Ops: Red 
Mercury, Unreal II 
FAVOURITE SNACK: 
"Snacks? | don't snack" 


BEN TALBOT // 
PRODUCER 


BEN COULDN'T wait to 
review Barbie, but his 
quest for further info 
was hindered when he 
put ‘Horse Adventures" 
into Google. 


NOW PLAYING: PGR2, 
Rainbow Six 3, Conan, 
Barbie Horse Adventure 
FAVOURITE SNACK: 
Chocolate eggs 


PAUL COOK // 
ART DIRECTOR 


COOKIE'S BEEN musing 
about cutting his golden 
locks for a few weeks 
now, but we've given up 
waiting. He'll be visiting 
the Hair+ section for care 
product soon, we wager. 


NOW PLAYING: 

Fight Night 2004 
FAVOURITE SNACK: 
Pickled Onion Monster 
Munch [?! - Ed] 


THE PICK OF THE GAMES WAZRENIELUO 


WORLD CHAMPIONSHIP 
RUGBY //062 


CROUCHING TIGER 
HIDDEN DRAGON //073 


X ə 


THE OFFICIAL AUSTRALIAN 
XBOX MAGAZINE 


FIGHT NIGHT 2004 //063 
Boxing's gone Underground at EA 


NINJA GAIDEN //052 


Tecmo's m n m platform game is the best we've seen on Xbox! 


m m ır 


Hü 


mi 


V8 SUPERCARS 2 //058 


Seriously, the best racer we've seen on Xbox. 


.——.—..—.—.——”-XvX. 


MTX MOTOTRAX //077 
Dirtbike action from the makers of Excitebike 641 


P? 


TENCHU: RETURN FROM DARKNESS //056 


Yes! Another ninja game, except there’s a lot more stealth involved. 


>>NEXT MONTH: If all goes to plan, we'll be bringing you fantastic reviews of Knights of the Temple: Infernal Crusade, Fallout, Bad Boys 2, Mafia, Manhunt, Hitman: Contracts, RalliSport Challenge 2, The 
Suffering, Red Dead Revolver, Malice, Powerdrome and many more, all in our next packed issue, out May 26. 
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dan Dead Or Alive... 


£ WORDS: KEVIN CHEUNG ə MOST GAMERS WHO are Persia (Issue 28,9. 4. it Sa sterling transformation 
4 wise to the world of Gr will / ef à  wwofdimensiOnal ‘game into 3D form with an 
GAME INFORMATION instantly recognise ^ £uncdtapromising'standard of visual detail and tight 


Hayabusa as o H » maint ^ “Control. "Unlike Prince of Persia, however, it'll lastifor 
characters from Dead Or Alive ^ « “4 vihole lot longer than a few fights’ play. It's 


3. Gaming veterans Who are | `~ Onimusha in fast-forward; it's Devil May Cryawith at 
old enough to have played least double the gameplay; it's everythingSega 
the NES and Amiga 500, desperately wanted Shinobi to be; andilike Tecmo's 
however, will know that Ryu previous Xbox games, Dead Or Alive 3 (issue 1, 
is part of a much grander tale: 8.5) and DOA Xtreme Beach Volleyball (issue 13, 
a side-scrolling beat ‘em up 8.6), it's.one of the most drop-dead gorgeous 
Platform game called Ninja Gaiden (aka Shadow games you'll find on Xbox: We knew Ninja Gaiden 
Warriaf§in some places), which debuted in was going to be a good game - we just NK 
arcades about 16 years ago. expect it to be this good. 
This new rendition of Ninja Gaiden surpasses Ryu Hayabusa is the wielder of the 
il^ every expectation we'd come to have. Like Prince of” legendary Drágon Sword, a weapon that's 
F, E d ( 


ZS 


AU, 
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NO HEADLESS 
NINJAS PLEASE! 
The American and 
Japanese versions of 
Ninja Gaiden featured 
decapitations, which 
would occur only 
incidentally if Ryu’s 
blade happened to pass 
through a person’s 
neck. This feature has 
been censored out of 
the PAL versions of the 
game, which covers 
Australia, New Zealand 
and all of Europe. Boo! 
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^ Doku, the villain without a face. 


Se 


4 V : aec PME, ? > 
^* Swords, nunchakus, hands, feet... use everything you've got to fight for your life! 


> been under the protection of the 

Hayabusa Ninja Clan for generations. They 
also protect the Dragon Sword, an enchanted 
weapon of unspeakable evil that's the antithesis 
of the Dark Dragon Blade. Within the first two 
levels, the Hayabusa clan is attacked - the village 
all but burnt to the ground, its inhabitants 
slaughtered and the Dark Dragon Blade stolen by 
the demonic samurai, Doku. Ryu is one of the 
few survivors of the attack and, fuelled by his 
desire for revenge and a solemn vow to recover 
the Dark Dragon Blade, he follows Doku into the 
heart of the Vigoor Empire. 

What follows is fourteen levels of brutal 
blood-letting; of cold steel tearing mercilessly 
through soft flesh, bodies being bent into 
horrible angles and demonic creatures that'll 
scare the willies out of you. Unlike the stealth- 
driven Tenchu (page 058), Ninja Gaiden is about 
boldly marching in and unleashing the fury of 
the heavens upon anyone who stands in your 
way. Ryu has an enormous number of lethal 


moves at his disposal, from lightning-fast instant- 
kills to complex five-hit combos that take out 
several baddies at a time. 

Better still, Ryu can earn more moves and 
combos as he progresses. Like in Onimusha, 
fallen foes will yield a glowing orb for you to 
collect. Some of them will give you an energy 
boost, others will turn into experience points that 
can be traded for items, bonuses and, most 
importantly, a new set of moves. Incredibly, this 
ample selection of combat options expands even 
further when Ryu picks up new weapons, like 
the fast-flying, head-cracking nunchakus. 

Ninja Gaiden isn't completely centred on 
killing, though. There are immense levels to 
explore, astonishingly detailed vistas to gape at, 
doors to unlock, items to collect, platforms to 
climb and simple puzzles to solve, all of which is 
weaved together so skilfully that you'll be 
unconscious as to how big the game has grown. 
You could spend an entire afternoon mastering 
all the new moves of your levelled-up weapon, 


or run back and forth between the enemy's re- 
spawn points to build up your experience. And 
thanks to the level-by-level ratings system that 
judges your performance, there's greater 
incentive to practice the fineries of running along 
walls Prince of Persia-style. 

But there's more to it than that. While most 
games give you a finite set of manoeuvres and 
rules to operate within, the best games are the 
ones that let you discover new tricks that the 
developers probably didn't intend or anticipate. 
Like the double melee attack in Halo, or the 
double-Dragon Punches in Street Fighter II. In the 
case of Ninja Gaiden, exploiting the game's 
generous auto-correction for leaping overhead 
slashes is a gift that keeps on giving. And while 
newcomers will unthinkingly accept that Ryu's 
foot speed is affected by gravity and momentum, 
the more experienced gamers will soon figure 
out that the quickest way to move through any 
environment is by rolling, jumping, and 
then repeating those actions continually. 2» 


A EVERYONE LOVES NINJAS. SO MUCH, IN FACT, THAT YOU GET THE OCCASIONAL FRUITCAKE WHO'LL PUT UP A WEBSITE LIKE WWW.REALULTIMATEPOWER.NET. 


NINJA GAIDEN 
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^. "With this blade, | shall make awesome sashimi.” 
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When all of these subtleties of 


combat and control are mastered, Ninja 
Gaiden is an absolute feast for the eyes. You'll 
dart back and forth on the screen, jumping off 
walls, dodging the blades and bullets of 
murderous henchmen and then stylishly 
dispatching them in the blink of an eye. You'll be 
in awe of yourself. 

Happily, the villains of Ninja Gaiden aren't 
a bunch of pushovers. They're programmed to 
parry your blows, surround you with melee 
attackers, and throw you when you're blocking 
too much. Some of them will even stay at a 
flanking position to shoot at you from a distance. 
Being the style of game that it is, though, it's 
easy to recognise the standard patterns of the 
grunts and bosses. This isn't a problem though, 
as even the most experienced gamers will find it 
tough to block, counter-attack, dodge and kill the 
hordes of enemies coming at you all at once. 

It's for this reason that Ninja Gaiden is very 
tough game to beat, but not in a frustrating way. 
It's only tough because you're not thinking and 
moving fast enough to keep up with the action. 
The beauty of Ninja Gaiden is that it stays far 
enough ahead of you so that the notion of 
catching up and nailing the bad guys in one 
skilful stroke is just within reach. And when you 
do catch up, believe us, the feeling of relief is 
immensely rewarding. 

Unfortunately, the intensity of the gameplay 
magnifies what ought to be a trifling few flaws in 
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the game's design. First, the cameras. The only 
camera control available is the right trigger, 
which swings the frame directly behind Ryu. In 
the midst of battle, when you're facing enemies 
from every direction, it's often impossible to get 
a proper bearing on where you are and what 
you're swinging your blade at. This results in 
many needless deaths, often by the hand of 
some goon who's standing conveniently off- 
frame. This can be terribly frustrating, but it's 
worth working through. 

The other main sore spot for us was the 
door switches. There is no greater let-down than 
fighting feverishly against an army of gun-toting 
soldiers in a tiny room, whittling them down one 
by one until, right when you're on your last sliver 
of life energy and you're about to finish off the 
last baddie, you end up accidentally opening the 
door, walking through it and resetting all the 
baddies in that room. And you've got no energy 
left. And you ve got no choice but to go through 
that room. To the genius at Tecmo vvho decided 
to let the X slashing button double as the general 
“Interact” button: we are not impressed. 

But like we said, these shortcomings are 
only magnified because of how incredibly 
polished the rest of the game is. With a unique 
balance of combat, platforming and role-playing 
that's matched by its stunning visuals and 
production values, Ninja Gaiden is the 
definitive action title for Xbox. Don’t miss O 


out on it. 
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^* It's essential to master the art of running and jumping up walls to find secret areas. 


SEY oy 


^* The motion trails created by Ryu's blade look even cooler in-game than they 


do in this screenshot. 


POWER 
Amazing. Gorgeous textures, 
60fps motion - this is a game you 
use to show off your Xbox. 
ya El 
It's like watching all the best fight 
scenes from the Matrix movies, 
without the over-used Bullet-Time. 


IMMERSION 

Lots of character management 
and combat moves to master. It's 
easy to lose track of time. 


LIFESPAN 
16 levels of reasonably tough ninja 
action, plus there are online 

tournaments to keep you going. 


* THE VERDICT ] 


GOOD POINTS 


* GRAPHICS THAT'LL 
MAKE YOU SAY OMFG 

* CHARACTER 
DEVELOPMENT 

* AMAZING COMBAT 
SYSTEM 


BAD POINTS 


El - LAZY CAMERA 


CONTROLS 
- DOOR SVVITCHES 


2 
m 
ES 
E 
Ei 


SUMMARY 

Loaded with pizzazz and 
gameplay to match. Ninja 
Gaiden is a clear must-buy 
title. 
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PREVIOUSLY: First Look, Issue 06 
COMING SOON: Hints & cheats 
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www.warnervision.com.au fs, 


Manufactured and distributed by Warner Vision Australia. WARNER VISION A Warner Music Group Company. www.warnervision.com.au 


^* Why hide on the roof when you can just throw pots and pans over people's heads? 


Slice and dice - The epic game of stealth assassins is back 


TENCHU: RETURN 
HRAT DARKNESS 


WORDS: JAMES COTTEE 
BRIEF SEs 


BE A NINJA! Bend 

and stretch with PUB 
the shadows and 
mercilessly 
slaughter the 
agents of evil. 


^ Press yourself against walls to remain hidden from your enemy. 
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ENCHU IS ONE of the finest 
— examples of ninja-style stealth 
action, with plenty of weapons, 
cool characters and oodles of 
E atmosphere. The objective is to 
remain unseen, scuttling over rooftops and 
stabbing dopey guards in the back. It's a solid 
gameplay model that is fun to play, yet serious 
problems with graphics and control that have 
plagued the series are still present. 

In Return From Darkness, our heroes are 
once again the assassins Rikimaru and Ayame. 
Each boasts a modest arsenal of throwing knives 
and novelty gadgets, and can earn new combat 
moves weapons through the game. Points are 
scored based on the number of stealth kills, the 
goal being to traverse an entire level without a 
panicked guard calling out "Ninja!" 

This is easier said than done. While guards 
are obliging enough to have poor eyesight and 
hearing, and a tendency to die instantly if hit by 
an unseen assailant, there are other forces that 
work against you. Specifically, the awful camera 
angles that fight our heroes every step of the way. 


^* Quick, pass the ring, the EGET s gone in! 


The graphical detail pulls your attention in 
two directions. On the one hand are nice little 
touches, like the reflections off of weapon 
blades. When not off killing people, these ninjas 
obviously put a lot of time into polishing their 
tools. Plus the flame effects on the detection 
meter look a treat, burning with brilliant intent 
when you're spotted by a lumbering guard. 

On the other hand there is the bland feel 
that dominates the game. Traditional Japanese 
architecture certainly lends itself to portrayal by 
flat, monochromatic rectangles. Spartan rooms 
lined with interchangeable tatami mats must 
have really taken the load off the level 
designers. Logically, that would mean more 
memory was freed up for character detail, facial 
expressions, vegetation and the like. Only this 
opportunity has been squandered - character 
models are far rougher than what even PS2 and 
GameCube gamers are used to. 

The use of invisible barriers is a real step 
backwards from the PSone original. Map edges 
and interior alcoves alike are protected by 
unheralded force fields. 


deg: e 


4 Zoom in with your newly acquired sight, and 


lock your blowpipe icon on the guard. 


HA” 


^ Dur... stepping on your own mines indeed! 


But for a real taste of retro, try the split- 

screen multi-player. With a vertical screen 
partition and even more troublesome camera 
angles, doubling the players more than doubles 
the challenge. Also note that the player number 
is limited to two. 

Luckily, amidst these visual quibbles, the 
core gameplay values of Tenchu have been 
retained and improved upon. There are many 
new combat moves and our heroes can flit 
about like human dynamos. There are many 
concessions for Tenchu newbies, like a quick 
restart option on the Easy setting. 

Enemy Al is primitive and predictable, but 
still fun to play against. Some guards will 
actually cut and run when their health is 


BEN 
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<^ Kill guards before they call for help. 


nearing zero. While this fleeing animation is 
woefully unrealistic, it's also very funny. It 
should be obvious by now that Tenchu is no 
historical document, rather a lighthearted mix of 
action and bloodshed. 

There's usually multiple ways to approach 
each level, but running in to face the enemy 
head on is not one of them. Arbitrary rules - like 
those invisible walls - restrict player options on 
exactly how the game is to be played. Punishing 
difficulty and lazy programming are everywhere, 
and production values are so erratic it's hard to 
tell them apart. The tragedy is that they could 
have done so much more. Return From 
Darkness feels like a first draft, a mere O 
sketch of what a great game should be. 


^. Fire the dart at the guard and, depending where 


CS t pays to be stealth | 


Ih PERFORM ENOUGH stealth kills to unlock Super Ninja Vision, an ability to fire projectile weapons from greater distances, with more accuracy. This is especially 
æ handy when you want to cause panic or take out a bunch of guards. Kill one, the others will spread out, making it easier to pick them off away from their mates. 


[^N 


^ Thankfully, with a little practice you'll score a 
direct hit like this and they'll soon be stone cold. 


POWER 

Where's that legendary Japanese 
work ethic when you need it? 
Clunky, misshapen, and slow. 


GOOD POINTS 


* STEALTH ACTION 
* GALLONS OF 
x Ge m.m Om SPURTING BLOOD 
SDSS 

Funky character designs, goofy 
voices, a coo! setting, and dreamy 


music. Plus, you're a ninja. Tops. 


BAD POINTS 


- NOT THAT DIFFERENT 
FROM TENCHU ON PS2 

- OR PS ONE, FOR THAT 
MATTER 

- CONTROLS THAT FIGHT 
AGAINST YOU 


IMMERSION 

Creeping around and killing 
guards is compelling stuff, but the 
controls fight you all the way. 


An adequate, if hamstrung 
episode of Ninja skullduggery... 
yet it could have been 
something truly special. 


LIFESPAN 

Three campaigns, bonus items and 
combat moves to unlock, plus 
limited multi-player. Not shabby. 
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>> PREVIOUSLY: Incoming Preview - Issue 27 
>> COMING SOON: Hints and cheats 
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A CHOPSTICKS: YOU GET THE CHANCE TO PLAY AS A SAMURAI DURING THE GAME TOO. IN ANCIENT JAPAN IF A SAMURAI WAS CAUGHT ON A MISSION, IT WAS SO DISHONOURABLE HE WOULD BE EXPECTED TO KILL HIMSELF. 
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NE SUPERCARS 2 


Codemasters has come back with a vengeance 


WORDS: RALPH PANEBIANCO EVELOPED BY THE RACING With so many different racing styles, the BONUS 
experts at Codemasters, V8 question of producing accurate physics would INFO 
GAME INFORMATION Supercars 2 is everything a obviously be of great concern. Luckily, 
DEVELOPER: CODEMASTERS red-blooded racing fan could Codemasters have hit the nail right on the head >> THE COMPLETE V8 
ever want: dozens of with one of the most realistic physics engines SUPERCARS 2 GUIDE 
PUBLISHER: ATARI championships, tons of cars you are ever likely to find. The jerky, pseudo- Check out the Complete 
RELEASE DATE: APRIL 2004 across numerous racing styles, silky smooth arcade feeling of the first V8 Supercars has V8 Supercars 2 
PLAYERS: 1-4 (12 ON LIVE AND LINK) visuals and, to top it off, the best rendition of been replaced by an ultra-realistic simulator Companion on news 
: Mount Panorama you're ever going to see. Yes feeling, one that fans of Gran Turismo will feel stands now, with a 
WEBSITE: indeedy, V8 Supercars 2 has got it all. very comfortable with. The attention to detail in complete run down of 
VVVVVVVSSUPERCARSGAME.COM.AU Don”t be misled by the name though, the way the engine operates is very convincing; every car and every 
there is a lot more to V8 Supercars 2 than just wheels will spin if too much acceleration is track you'll find in the 
V8s. In fact, there are now 15 different racing applied when exiting corners, rumble strips will game. You'll also find 
styles ranging from DTM class to SUVs, from the send your cars flying if you hit them at too high nifty driving tips, tuning 
grunting 1934 Hotrods to the purring 2001 Aston a speed, and corners become more difficult to guides and a full 
Martin Vanquish. It's all here and its all navigate when your centre of gravity is off. multiplayer guide. 
TAKE PART in brilliant. The developers broadened their vision Every little minute detail you would expect from 
racing comps of the original V8 Supercars to include racing a quality racing sim is right here, and of course 
around the world styles that you aren't likely to see in other a few details you wouldn't expect. 
and become the games. GT Global Lights, Rally Cross, Formula The trademark story mode is back again, 
ultimate racer. Ford and Stock Cars are just a few examples of only this time you're not following the rise 
the game's 48 championships. of someone else. This time, the main 
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^* This game needs a destruction derby. 


^N If you've got a surround system, crank it all the way up. The sound of the turbo charge kicking in will blow you away. 


>> character is played by you, and all of the 
plot twists will unfold before your eyes. 

V8 Supercars 2 is a stunning visual 
achievement. Comparisons to Project Gotham 
Racing 2 are of course inevitable, but it's 
important to realise the different visual styles 
that both games were striving for. While Project 
Gotham 2's courses were mostly narrow, highly 
detailed city settings, V8 Supercars 2 goes for a 
much wider, open feeling. Where Project 
Gotham 2's skylines were dominated by 
towering skyscrapers, V8 Supercars 2 prefers the 
more majestic Scottish Highlands, the arid sub- 
Saharan desert or the icy slopes of the Swiss 
Alps. Courses are often set against lofty 
mountain scenery, next to mirror-like lakes or on 
windy ocean roads so that everywhere you 
drive, there is an overarching sensation of space 
and freedom. Some of the tracks are so beautiful 
to behold that you'll want pull over mid-race 
and marvel at the captivating world that 
Codemasters have created for our racing 
pleasure. It all has to be seen to be believed - 
these are by far the most 
striking courses ever 
constructed. 

Car models, 
too, are simply 


gorgeous and are probably the best and most 
detailed seen in any racing game to date. Every 
chassis is perfectly rendered and they are, of 
course, very, very shiny. It's always nice to watch 
the sunlight bounce off your GT40 as you nail 
the Laguna Seca corkscrew. Enthusiasts will also 
be pleased to know that accurate sponsorship 
paints now exits for every vehicle class (and yes, 
that includes the Holden Racing Team). 

Of course, cars don't stay this perfect the 
whole way through a race; quite the opposite in 
fact. To add to the intense level of realism 
present in the other aspects of the game, V8 
Supercars 2 delivers one of the most realistic 
damage engines we've ever seen in a racing 
game. Gone are the days when you could use 
the car in front as a brake on corners; doing so 
now would blow out your suspension, crumple 
your gearbox and pop the stabiliser right off 
your rear end. You'll know exactly which parts 
of your car have been damaged from small 
indicators in the lower right hand corner of the 
screen. They'll tell you vital information about 
tyre wear, chassis 
damage, suspension 

wear, all of which 

is crucial to your 

success. 
You'll 


^* Yes, the backgrounds really do look this good in-game. 
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Don't tail-gate this close if your braking skills aren't up to scratch. 
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^* You can't hear it on these pages, but the sounds are frighteningly realistic. 


^* Holden and Ford will be battling each other in the V8 Supercars championship. 
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know exactly how damaged you are and how 
much more damage you can take before you car 
becomes scrap. The damage is reflected in your 
car's handling, too. You'll feel it lean in the wrong 
direction, and even hear the engine strain as it 
struggles to crawl up an incline. In this respect, V8 
Supercars 2 is vastly superior to Sony's mighty Gran 
Turismo series as a driving simulator. 

Tech-junkies will love V8 Supercars 2's silky 
smooth frame rate. Codemasters have definitely put 
the power of the Xbox to the test with this one and 
they've created the most realistic sensation of 
white-knuckled speed you are likely to find this side 
of a V8 driver's seat. Everything runs as a blistering 
60fps, and never drops a single frame, even when 
there are 20 other cars on track. 

Xbox Live players will be pleased to know 
that V8 Supercars 2 supports full online multiplayer. 
This time, up to 12 racers can be on track at any 
one time, which is a fantastic option to have if 
you're lucky enough to have Xbox Live. 

Offline multiplayer is a little dull, though, 
with only the standard two player versus 
mode. What's worse is the 
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significant drop in quality between the single and 
multiplayer mode. Obviously the graphical quality 
had to be lowered somewhat to make versus play 
possible, but the game's physics engine is also 
considerably different. Cars don't handle as 
realistically as they otherwise would, and the game 
takes on a much more arcade-style of racing. It's 
only a small thing, but it would have been nice if 
the sublime realism of the single player game were 
also available in the multiplayer. 

Despite these minor shortcomings, V8 
Supercars 2 is still, on balance, a ****ing awesome 
racing game. It's set a new and brilliantly high 
standard for others to follow. It looks amazing and 
the controls are subtle and so painstakingly faithful 
to real life that it'll move any racing enthusiast to 
tears. If you fancy yourself a racing nut, it's 
time to put Project Gotham away, for V8 o 
Supercars 2 is the nevv king of the mountain. 
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POWER 

A technical marvel- amazing 
environments and detailed cars. 
The best looking racer ever. 
STSEE 

Official cars, teams and tracks 
lend an authenticity that 
enthusiasts are sure to enjoy. 
IMMERSION 

Strangely compelling story mode 
draws you in. Refined racing 
physics keep you there. 


LIFESPAN 

48 Championships in single player, 
plus Xbox live. Which means no 
social life for at least a month. 


GOOD POINTS 


* 60FPS, EVERY SECOND 
OF EVERY LAP 

* JAW-DROPPING 
COURSES 

* OFFICIAL TRACKS, CARS 
AND TEAMS. 


BAD POINTS 


- OFFLINE MULTIPLAYER 
A BIT LACKLUSTER 


4 


SUMMARY 

The closest thing to absolute 
racing perfection, all 
conveniently bundled on an 
Xbox DVD. A must have for all. 
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COMING SOON: Hints & cheats 


PREVIOUSLY: Exclusive Access - Issue 28 
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E» Hot on the heels of his 40 date tour of the States supporting Crystal Method, 
E DJ Hyper returns to Australia with a new album and national tour. 


2XCD featuring tracks by: 

Hyper, General Midi, Moguai, Plump Dj's, Planet Funk, 
Infusion, and Soul of Man. 

Instore 5.4.04 


National Tour - May 04 
check www.ministryofsound.com.au for details 


21 Kc 


www.ministryofsound.com.au www.djhyper.com kilowatt recordings 
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^. Get your sweet virtual revenge on the Poms with World Championship Rugby. 


Sweet chariot coming forth to break all your bones 


WORLD CHAMPIONSHIP 


RUGES 


WORDS: BEN LAWRENCE 


DEVELOPER: SWORDFISH STUDIOS 
PUBLISHER: ACCLAIM 

RELEASE DATE: OUT NOW 

PLAYERS: 1-2 

WEBSITE: 
WWW.WORLDCHAMPIONSHIPRUGBY.COM 


WORLD CHAMPIONSHIP 
He RUGBY is bound to 


YOU TOO can be 
Jonny Wilkinson 
and the whole 


capitalise on all the 
current swell of rugby 
mania. At its core, it's an 
excellent arcade rendition 
of the real thing. It 
somehow captures the 
essence of rugby and 
completely disregards it 
at the same time. 

World Championship Rugby is the official 
sequel to the widely respected Jonah Lomu 
Rugby, which developer Swordfish Studios is 
happy to draw comparisons with. And rightly so. 
WCR has the same beautifully simple take on 
rugby that strips away complicated procedures, 
replacing them with an intuitive, playable game. 
Even a novice with neither the knowledge nor 
interest in rugby will be able to grasp the 
fundamentals within a few minutes. They're 
guaranteed to start enjoying it after that. 

Every move you need to perform can be 
displayed on screen if you want a nudge in the 
right direction. Left and Right triggers operate 


England rugby 
team. Need we 
say any more? 
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passes, A is for kicks, scoring tries, and tackles, 
and just click the Left stick for a sprint. It's as 
easy as being floored by an All Black. 

The learning curve is just on the right side 
of tough. So, although you may know how to 
pass and tackle, there’s no way the All Blacks 
will stand by cheering you on. The opposition 
are a tough, intelligent bunch who swarm 
around you, forcing you to relinquish any 
advantage, but the controls are responsive, and 
passing the ball is like dropping a buttered baby, 
so you'll soon find chinks in their defence. 

After scoring a try comes the conversion, 
and if the simple gameplay falls flat anywhere, 
it's here. You simply have to position an arrow in 
the direction you want to kick and press A, 
without a power bar in sight. Surely an ounce 
more depth wouldn't have made the game any 
less arcadey than it already is. 

You can't custom build your own teams, 
nor can you alter kit, or play as any team other 
than internationals. Just about the only outside 
influence you have is over camera angles but 
some are just plain stupid. One is so far 
removed from the pitch you're left feeling like 
you're watching bacteria multiply really quickly. 

WCR is a no-frills, man's man of a game. İt 
cuts out the namby-pamby gristle of team stats, 
league scores, and customisation in favour of 
pure, bone-crunching, ear-bruising arcade thrills. 
If you think you can handle rugby that 
concentrates only the game, then you're looking 
at a brutal and very playable treat. 

More could have been made of the 
multiplayer options, but two just about does the 
job. Even fans new to.the game since the World 
Cup will be slugging it out in no time at all. 

After an initial delve into the rules, it all 
becomes pretty clear and straightforward. 

And look at that, we didn't make a single 
gag about funny-shaped balls. 
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4 The strategic top-down view. 


^ It's a good thing there are other 


angles. 
. 


— 


> BONUS 


INF 


TWO'S THE CROWD 
While this version of 
WRC won't include any 
Live options, you'll still 
be able to go head-to- 
head with a mate in the 


two-player mode. ^* Bloody. Jonny. Wilkinson. 
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POLUER 

Stretches the Xbox less than a 
five-minute pre-match warm-up, 
but it plays as good as it looks. 


GOOD POINTS 


+ INSTANTLY PLAYABLE 
+ NO FIDDLY STATS 
+ LOOKS THE BUSINESS 


Sie 

Simple. It's pie and mash 
followed by a pint, a real bloke's 
game with everything you need. 


BAD POINTS 


- TOO FEW FRILLS 

- ALMOST NO 
CUSTOMISATION 

- TOO SIMPLE FOR LONG 
TERM INTEREST 


IMMERSION 

Extreme accessibility and straight- 
forward gameplay means you'll 
be going until the early hours. 
"E. SUMMARY 

A great arcade game that 
manages to overcome the lack 
of added extras. Recreates the 
sport with pinpoint precision. 


LIFESPAN 
Rugby fans of all size and skill will 
lap this up. Two-player multiplayer 
games should keep things fresh. 
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PREVIOUSLY: Incoming - Issue 25 
COMING SOON: A Live-enabled sequel? 


^. Fight Night 2004 captures these crucial moments in stunning slow motion, all of which is shown between rounds. 


New graphics and sound, new control - new life! 


FIGHT NIGHT 200< 


WORDS: KEVIN CHEUNG 


DEVELOPER: EA SPORTS 

PUBLISHER: ELECTRONIC ARTS 

RELEASE DATE: OUT NOW 

PLAYERS: 1-2 

WEBSITE: WWW.EASPORTS.COM/GAMES/ 
FIGHTNIGHT2004 


IT'S ALWAYS EXCITING 
when a game franchise 
gets a revamp. New 
control schemes, new 
graphics, different 
gameplay - franchises 
that have been running 
for years do need the 
occasional breathe of 
fresh air. And in the case 
of Fight Night 2004, which 
is essentially Knockout Kings 2004, EA Sports 
has turned its long-running boxing sim into 
something that's both daring in design and 
accessible to a broader market. 

The centrepiece of Fight Night 2004 is the 
Total Punch Control system, where every punch 
that's thrown is the result of deliberate, 
calculated thumb movements on your part. 
Using the right analogue stick, simple jabs and 
punches are thrown by pushing forward to either 
the left or right. Hooks and uppercuts are 
accomplished by pulling the stick back (where 
your fighter will wind his fist back) and then 
arcing the stick forward to throw the punch. 
Equivalent blows to the body are performed the 


THE 
22 GREF 


TRAIN YOUR 
heart out and 


become the king 
of the ring in EA's 
swanky new 
boxing sim. 


same way, except while pulling the left trigger. 

This new control system is fantastic on 
many levels, particularly when used together 
with the game's ducking, blocking and 
countering motions. Every opening can be taken 
advantage of. A hook or an uppercut at the most 
opportune moments will send your opponent 
reeling back, giving you a split second to follow 
up with a quick one-two combo. The ability to 
wind back for a punch, and then cancel it by 
simply letting go of the stick, is also great for 
faking out your opponent. 

Fight Night 2004 has been given the full 
Need For Speed Underground treatment. That is, 
a complete hip-hop soundtrack, cash prizes to 
buy new shorts, boots, gloves, tattoos; and even 
the option to buy new music, fireworks and 
explosions of confetti to spruce up your grand 
entrance to the ring. Your money can even be 
spent on a bikini-clad ringside wench - the more 
you spend, the fitter the bird. The attitude carries 
through to some of your in-fight moves as well, 
like taunts and illegal head-butting moves. 

Presentation is another key attraction. The 
realism of each fight is sold by the jarring effect 
that each connected punch has on you and your 
opponent. Cuts and bruises will appear, eyes will 
swell up, and blood and sweat will be sent flying 
through the air. Best of all, the instant replays 
will show that crystalline moment where a 
fighter's body turns to jelly and then hits the 
canvas with a dull thud is as funny as it is 
painful to watch. 

With 32 licensed boxers, a quick-match 
mode, a career mode with training rounds and 
full player-customisation options, Fight Night 
2004 provides an addictive style of 
gameplay that's made it the new favourite 
boxing game at OAXM. 
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INFO 
BITE ME 
Use an illegal move 
with the B button to 
turn the fight around. If 
you're caught you're 
disqualified. 


^* Glamorous venues for higher ranks. 
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xBox 


POWER 

Easily the best looking of all the 
versions. It's nice to see the 
crowds are all animated. 


GOOD POINTS 


+ SWISH NEW VISUAL 
DESIGN 
+ GREAT TOTAL PUNCH 


CONTROL 
Sights and sounds are loaded with 


the hip hop attitude. The crowd 
creates a great atmosphere. 


BAD POINTS 


- REPETITIVE 
COMMENTARY 

- YOU CAN'T BET ON 
MATCHES 


IMMERSION 
The career mode and the player 
customisation options will have 
you completely sucked in. 
F SUMMARY 
LIFESPAN 
Career mode will last you for a 
short while, but it's so much fun 
that you'll always be coming back. 


Fun and funny. Fight Night 
2004 provides the boxing 
genre with a much-needed 
shot in the arm. 
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CKED DOWN, YOU HAVE TO LINE UP THE THREE IMAGES OF THE REF WITH TWO ANALOGUE STICKS. KEEP YOUR EYE ON THE EA SPORTS BADGE. 


Em 
PREVIOUSLY: First Look, Issue 26 Z 
COMING SOON: Hints and cheats pn 
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^* These spacemen don't come in peace. 
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^* Never underestimate the power of an angry rabbit on a chain. Repeatedly 


Hot cross bunny is weaselly pleased 


WHIPLASH 


WORDS: ANDY IRVING 


HERE AT OXM, resident 
vegetarians Vanessa and 
Ben L (the rest of us are 
all ardent carnivores) are 
positively disgusted at the 
thought of animal testing, 
but the rest of us concede 
it's necessary for the 
furthering of medical 
science and, more 
importantly, the 
development of better cosmetic products. 

What's not acceptable, however, are wild 
experiments involving the frighteningly titled 
Genetic Recombinator on over-the-hill, post- 
laboratory animals, whereby new species are 
created from two existing ones. This predicament 
is the ominous fate that awaits the two intrepid 
heroes of Eidos's new platformer, Spanx the 
weasel and Redmond the wise-cracking rabbit. 
They've been chained together, caged and are 
sadly destined for an unsightly end in the 
laboratories of the evil Genron Corporation, but 
manage to escape at the last minute. 

Both characters are introduced through 
comical bullet time sections in the opening 


HELP two 
unlikely heroes 
escape the evil 
clutches of an 
animal-testing 
corporation. 
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cutscene (which is cleverly styled like a corporate 
promo vid), and this is the first evidence of the 
warped, totally off-the-wall humour underlying 
the game. Poor old Spanx has had a bit too 
much electro-shock therapy, and Redmond 
sports some permanent remnants of cosmetic 
testing. However, the tethered twosome manage B i 
to use their arrangement to their advantage, as : 
the overuse of the experimental DuraSpray on 
Redmond has turned his fur harder than 
Watership Down's Fiver, making him rather 
handy as a makeshift mace. 

Players must navigate the huge Genron 
Corporation building, all the while guided by a 
mysterious, ethereal voice that, as Redmond 
remarks, sounds remarkably like the guy from 
movie trailers. While Spanx stays completely 
mute throughout the game, it's the frequent 
quips from Redmond that keep things 
interesting, as the alternative humour gets 
cranked up a notch. 

We assume the standard platforming 
routine from here on in, of running, jumping, 
whacking, collecting, ad infinitum, back to start 
and repeat. The levels are both expansive and 
make good use of available space, but there 
does still remain a 'flick switch in room A, go to 
room B, flick another switch, return to room A, 
flick different switch, go to room C...' mentality. 
This can become a bit tedious, but is countered 
with the well-measured escalating difficulty of 
each puzzle, though your omnipresent guide is 
never far away should you get stuck. 

Combat centres around attacking enemies 
with the aforementioned (albeit constantly 
protesting) Redmond. X and B, when used in 
conjunction with jump (A), enable Spanx 
to unleash numerous whips, smacks and 


^* The bosses are absolutely massive. 
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^* Use Redmond to disrupt door-opening mechanisms. 


D BONUS 
INFO 

MONEY TALKS 
Virtually all the scenery 
is destructible, and will 
cost Genron money. A 
counter at the bottom 
of the screen displays 
how much damage has 
been done, and is 
converted to level-up 
points at the end of 
each stage. 


MAGIC MUNCH 
The Genron employees 
carry Hypersnacks, but 
don't give them up 
easily. Even if an enemy 
is knocked out, keep 
hitting them and more 
snacks will appear. 


A Redmond and Spanx need to reach that big switch up there, 
but the swing points have no power. 


WIRED 

Spanx's electro-shock 
therapy has left him 
with wires hanging 
from his head. These 
come in handy, as they 
provide heightened 
security perception. 


FLY, MY PRETTIES 
The game offers 
optional missions to 
free other imprisoned 
animals. Aside from 
eaming level-up points, 
once liberated they'll 
help you progress, 
unlocking doors and 
beating up Genron 
employees for you. 


A Evil Lunch Ladies will try to burn the bunny. 


> beatings. This provides a humorous and 

very effective method of fighting which 
adds a bit more variety to the gameplay. But his 
usefulness doesn't stop there, as Spanx can 
employ Redmond in a number of ways. The 
rock-hard rabbit can be a grappling hook, or 
used to clog up machinery and block toilets (see 
Swing Till You're Winning, above), all in the 
interest of both characters’ freedom. This skewed 
sense of humour really makes Whiplash stand 
out from its platforming peers. 

Another novel idea is the concept of each 
character levelling up, as for every enemy 
defeated, they'll give up small bags of treats, or 
Hypersnacks. By amassing totals of these, and 
deciding precisely where to assign them 
(between Spanx, Redmond and the reserve 
pool), players can increase the strength, stamina 
and attack capabilities of one or both characters. 
Completing all the goals on each level will garner 
you a bonus Boon, or level-up option. This 
definitely adds a strategic element to the title, 


WHIPLASH 


4 Now electrically charged, the cranky bunny will charge up 
the energy nodules when nearby. 


A Redmond gives a great pick-me-up... 


more akin to an RPG than a platformer, but 
significantly increases both the depth and 
replayability of the game. 

However, why is it so often the case that 
developers obviously put a lot of time and 
thought into the development process (as here) 
only to let a frustrating, unpredictable and 
hindering camera ruin the experience (definitely 
as here)? So many titles feature random zooming 
in during combat and the obscuring of certain 
angles that results in blind leaps of faith. 
Unfortunately, Whiplash is guilty of both. Certain 
levels require players to hop aboard giant gun 
turrets (that fire flaming chickens, naturally), but 
the camera suddenly decides to invert. And not 
only on the vertical axis, but on the horizontal 
axis too. Which is very, very frustrating. 

Whiplash could have been an outstanding 
game were it not for the glitchy camera but, if 
you can see past that, it's one of the 


better platformers out there and whips its O 
contemporaries into shape. 
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REDMOND THE RABBIT will come in handy in the unlikeliest of situations. Here, the duo must ascend to a giant switch to cut 
the power and enable them to progress, so Spanx puts the rascally rabbit to good use. 


^. Ah, this handy nearby generator should do the trick. Just 


throw Redmond in and hold tight. 


^* Use Redmond's grappling hook ability to swing from one to 
the next, before reaching and throwing the switch. Easy, eh? 


POLUER 

Large, expansive environments 
but nothing here to tax the Xbox 
too much. 


ST See 
Comical characters, very funny 
voiceover and warped humour. 
It's a platformer with a difference. 


IMMERSION 

Easy to get into, but incredibly 
addictive once you do. Assigning 
abilities makes this quite deep. 
LIFESPAN 

A massive game, with a 
respectable amount of replayability 
thanks to character customisation. 


hil Nese, 


GOOD POINTS 


+ GREAT SENSE OF 
HUMOUR 

+ NOVEL COMBAT 
METHOD 

* GOOD CHARACTER 
CUSTOMISATION 


BAD POINTS 


~ FRUSTRATING CAMERA 
- LEVELS CAN BECOME A 
BIT REPETITIVE 


SUMMARY 

A comprehensive and involving 
platformer with an off-the-wall 
sense of humour that makes it 
stand out. Great fun. 
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PREVIOUSLY: Inside Interview - Issue 25 
COMING SOON: Hints & cheats 


RAMPANT RABBIT: REDMOND ENTERS ESCALATING STATES OF COMBAT WHEN YOU KEEP A COMBO GOING BETWEEN ENEMIES AND SCENERY. THE BEST OF THESE IS ‘FRENZY’, WHICH SEES THE RABBIT MANIACALLY VIBRATING AROUND THE SCREEN. HMMMM... 
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Lee Harvey Oswald had nothing on these guys 


SILENT SCOPE 
COMPLETE 


WORDS: ANDY IRVING 


DEVELOPER: KONAMI 

PUBLISHER: KONAMI 

RELEASE DATE: OUT NOW 

PLAYERS: 1-2 

WEBSITE: WWW.KONAMI-EUROPE.COM 


THEY SAY THE Battle of 
Stalingrad was decided to 
some extent by the skill 
of Russian snipers. Things 
might have been different 
had the Germans had the 
chance to play the great 
Silent Scope arcade game. 
Complete includes 
Silent Scope 1, 2 and 3, 
plus Silent Scope Ex, but as 
far as gameplay mechanics go, they're all pretty 
much identical. You play a square-jawed, elite 
government sharpshooter, albeit washed up/ 
unstable/loose cannon/fill in the clichéd blanks. 
Accompanied by a hackneyed plot, each SS 
game involves you saving the world/rescuing the 
President/etc. Your path through each stage is 
more railed than the entire CityRail network, but 
there is the chance between levels to choose the 
following stage, resulting in branching storylines 
and multiple endings, increasing replayability. 
Forget lying prone after a silent insertion 
though, because this is sniping at its easiest. By 
holding the Left trigger, players move a target 
round the screen, and upon release this morphs 


THE 
2» ERIEF- 


THWART terrorist 
plots and save 


the world using 
your sharp- 
shooting skills in 
this sniper sim. 
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into a highly magnified crosshair. You're against 
the clock, with time extensions granted on the 
completion of each setpiece and accuracy of 
your rounds, where head and body shots amass 
more seconds than a flukey leg kill. Complete 
boasts lightgun compatibility, but the tricky 
nature of combining accuracy with speed means, 
bizarrely, your controller is much more effective. 
SSI looks basic, and the tight time limits are 
demanding, while SS2 feels a bit more polished, 
but is weighed down by its bad script and voice 
acting. Loading takes a long time yet, annoyingly, 
the game can't be saved at any given point, so 
you have to play it right through to the end. An 
intelligent remedy to this is that each time you 
make relative progress before an untimely end, 
you'll unlock certain bonuses, such as extended 
lives and continues, which make the next time 
through a bit easier. Boss levels are suitably hard 
going, though if you get the rare opportunity of a 
clean headshot, things end pleasingly quickly. 
SS3 and Ex move up a bullet calibre, as 
everything looks a lot slicker, though the cringe- 
worthy plots remain. It's vital to adjust the 
sensitivity of the crosshair before each stage - you 
may need to zip the target around the screen 
from atop a building, but slow things down for 
the helicopter-mounted stages when the crosshair 
shakes more than Rolf Harris on a wobble board. 
Although a straight arcade port, Sniper 
Scope Complete provides quite a tidy little 
package, and the novel gameplay is certainly 
addictive. There are loads of stages and bonuses 
to unlock, but each game itself is relatively short. 
Scope this out if you've already spent a 
small fortune down the arcades and give 
it your best shot. 
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CREDITS 2 


^ The precision scope allows you to pick off enemies from a distance. Time to clear Tower Bridge of terrorists. 


“TOTAL TIME 03:25706 
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s.a pep 9934 
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^ The bosses are open to headshots. 


^ Use the X-ray scope in thick fog. 


TOTAL Hee SL RETI 


.“ 


^ That's the way to do it! 


WUN TIME 0 
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INFO 


SCOPE THIS 
You'll occasionally 
encounter a scantily clad 
girl. After looking at her, 
your aim will be 
momentarily skewed 
whilst blinded by love. 


R 
m 
jd 


^* The normal scope zips around screen. 


POLUER 

Long loading times and poor 
graphics haven't been improved 
much over the arcade original. 


GOOD POINTS 


* NOVEL GAMEPLAY 
+ IT'S A FAITHFUL 
ARCADE PORT 

* TONS OF 
REPLAYABILITY 


ETE 

Cheesy storylines and a distinct 
lack of animation in both 
cutscenes and the game itself. 


BAD POINTS 
IMMERSION 
Very addictive as soon as you 
pick it up; the games actually get 
easier through the series. 


- TERRIBLE SCRIPTS AND 
VOICEOVER 
- OUTDATED GRAPHICS 


SUMMARY 

A competent conversion that'll 
save you a fortune in $1 coins. 

But don't buy it with a lightgun 
in mind - stick to your pad. 


EIRESRAN 

Branching stories, bonus stages, 
multiple endings and unlockables 
will keep you coming back. 


EL AL 


» PREVIOUSLY: We didn't see or hear SSC till it was too late 
COMING SOON: Hints and cheats 


4 Sometimes a bullet in the head will prevent nasty fistfights. 


High-kicking, knicker-flashing terror in a boob tube 


ALIAS 


WORDS: BEN LAWRENCE 


DEVELOPER: ACCLAIM 

PUBLISHER: ACCLAIM 

RELEASE DATE: OUT NOW 

PLAYERS: 1 

WEBSITE: WWW.ALIASTHEGAME.COM 


YOU KNOW THE story. 
Girl grows up, girl 
becomes devastatingly 
good looking, girl gets 
talked into working for 
secret government 
agency, girl leaves secret 
government agency, girl 
joins new secret 
government agency, girl 
learns the first secret 
government agency was run by bad guys. Girl 
fights bad guys. It happens to all of us at some 
time or another doesn't it? Only, for poor Sydney 
Bristow, they turned her high-kicking escapades 
into something of a farce. It's got ‘stealth’ written 
all over it, but you could be as discreet as a 
burst balloon, it doesn't really matter. 

All the ingredients of stealth are included, 
but then just discarded on a whim. There are the 
whispered hints from HQ, wall hugging, pipe 
shimmying, warnings about using stealth attacks, 
yet, despite this you can storm in all guns 
blazing and never really break a nail. Alarms can 
be triggered, cameras can spy you, and trip 
wires can be tripped, but it never once hinders 
your mission. Stealth, it seems, acts as nothing 
more than a fancy dressing for what turns out to 


THE 
ARIEF 


SUPER-SPY 
Sydney Bristow 


goes undercover 
to save the world 
from the evil SD- 
6 agency. Again. 


be a standard beat "em up, but that's not to say 
the game isn’t without its merits. 

Sydney, for all her charm, turns out to be 
quite a fighter, but that isn't too surprising. It's 
evident the brains behind Alias don't have much 
contact with the fairer sex. Every costume is 
designed to flash flesh, yet Sydney's physics 
make her look like a tottering drag queen. She's 
a man in lady skin and fights like a Tongan. It's 
quite satisfying for what is essentially button 
bashing. From a fistful of knuckles to high-kicking 
backflips, the way in which you dispatch bad 
guys is the main draw, especially when things 
such as gadgets, plot, and pacing are incidental. 

And that's how it goes on. From level to 
level, with incidental objectives guiding you 
through incidental missions, you kick and punch 
your way from save point to save point. 
Occasionally you'll be confronted with an end-of- 
level boss, but this just seems to be a regular 
grunt who has learned the complicated task of 
handling two weapons at once. 

And the plot? As we said, it becomes 
secondary, but word has it that it's straight off 
the back of the forthcoming series. So, if you 
want to delve into a spoiler zone big enough to 
swallow light, then be our guest, just make sure 
you bring a big bag of violence and leave your 
brain on the doorstep. It's utter guff, but 
there are far worse things you can do in a 
pair of stilettos. 


4 Ah, the obligatory night vision shot. 


7FRENIIEWS 


WHO'S FIRST? 
Sydney's priority attack 
mode highlights the 
closest enemies, so she 
can follow way-points 
to knock out the most 
dangerous ones first. 


SG 


^* This nifty lampshade will fool all the guards! 


You're looking at the gun, right? 


POWER 

Your Xbox could make you an 
omelette at the same time as 
running this. Power? Nope. 


le 
Hasn't got the dynamism of real 

stealth games, and a lady flashing 
her gusset at you isn't very stylish. 


IMMERSION 

Like we said, it's brainless. You 
could play it for hours and feel 
like five minutes has passed. 


LIFESPAN 

So-so. It's not as though you'll be 
forever wondering how to get 
round a difficult sentry point. 


GOOD POINTS 


+ GREAT CHOICE OF 
COMBAT MOVES 

+ NATTY DRESSES, IF 
YOU LIKE THAT 

+ TONS OF WEAPONS 


BAD POINTS 


- VERY LITTLE STEALTH 
3. - DULL MISSIONS 

QU | -SEENIT ALLBEFORE 
SUMMARY 
Astealth title without much 
stealth but loads of high-kicking 
violence instead. It's okay, but 
not a serious must-have game. 


OFFICIAL XBOX MAGAZINE SCORE 


PREVIOUSLY: First Look - Issue 17 
COMING SOON: Hints and cheats 


d 
» DIRTY OLD MAN: GAV IS SUCH A FAN OF ALIAS HE KEPT ADJUSTING THE CAMERA ANGLES DURING PLAY TO GET THE BEST VIEW OF SYDNEY'S - AHEM - ‘WEAPONS’. 


ISSUE 27 DBZ 


RENEWS 


^* Beware the brown blobs that spring up from portals in the ground. They're poo-ltergeists. 


Quick! Improvise! Bang the pots and pans! 


CARMEN SANDIEGO 
THE SECRET OF THE 
STOLEN ORUMS 


WORDS: BEN LAWRENCE 


DEVELOPER: BAM! 

PUBLISHER: ACCLAIM 

RELEASE DATE: OUT NOW 
PLAYERS: 1 

WEBSITE: WWW.BAM4FUN.COM 


CARMEN SANDIEGO The 
Secret of the Stolen 
Drums. Sounds 
compelling, doesn't it? 
Really rolls off the tongue. 
Don't worry, there's little 
chance you'll have to 
regurgitate the name to a 
bewildered shop assistant 
so trying to memorise the 
title isn't worth the effort. 
Carmen is a famous thief, hunted by the 
Acme corporation, a bunch of do-gooders intent 
on stopping her pilfery. The series has been 
around since 1983 and acts as part-story, part- 
HSC tutorial. Each area you track Carmen to 
comes with a mini history lesson and fact fart, 
so you learn while you play. It's like Barney, only 
in a red trench coat. Sadly, it's excruciatingly dull 
(albeit sporadically amusing). "African tribes use 
plants, roots, and minerals to dye their 
materials. Now smash some robots!" Class. 
Don't expect anything more than hopping 
from blocks, collecting artefacts, bashing polygons 
and, somewhere along the line, assimilating the 


THE 
2» BRIEF 


STOP AN 
international 


artefact thief and 
learn something 

about Peru along 
the way. 
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fact that 3,800,000 people live in New Zealand. 
The controls are so-so, the camera is too, but 
there's so little invention or love applied to the 
level design you'll be headbutting the screen in 
frustration. Peru was populated by humans as 
early as 12,000BC. See, the facts just sink in. 
Every level follows an achingly familiar 
pattern to the one that preceded it, so, by the 
end of the first marathon, you've got a further 
nine to look forward to. Graphically we're talking 
last-gen enough to feel at home on a Nokia, so 
it's not as if lush visuals will keep you going 
either. The Incas never used wheeled transport. 
The only glimmer of ingenuity comes with 
the use of your staff. It's a weapon, and it can be 
used to walk tightropes, and pole vault across 
areas or into fragile walls to break them. But this 
is no compensation for the trudging headache of 
gameplay. Really, gaming and education should 
never been combined so sincerely without the 
essential use of humour (Broken Sword - 
Issue 23, 9.0 - stand up and take a bow) 
because it ends up smelling like this. 


^* Ha ha thisaway, ha ha thataway, my oh my. 


MAGAZINE 


BRAIN TEASERS 
Collect puzzle pieces to 
unlock educational 
quizzes. Sadly these are 
compulsory so you can't 
skip them in favour of 
monster bashing. Sorry. 


^ Electrifying is hardly the word. 


A THE NERDICT 


POWER 

Could probably be powered using 
a hamster wheel and a length of 
extension cord. 


GOOD POINTS 


* YOU CAN LEARN AS 
YOU PLAY 

+ LOADS OF GLOBAL 
DESTINATIONS 

+ IT'S SIMPLE 


“ular 
It faithfully recreates cultures it's 
trying to educate you about but 


beyond that there's very little style. BAD POINTS 


IMMERSION 

Do you rub your hands together 
at the thought of double history 
straight after lunch? Precisely. 


- FAR TOO DULL 

4 - VERY LAST-GEN 
A - UGLY AS Muck 
SUMMARY 
If this were a colour it'd be 
grey. It's limp, it's uninspired, 
and it is near the bottom of it's 
league in terms of playability. 


EIFESFEN 

Too long, especially when there 
are so many tedious lessons and 
tasks to fulfil in order to progress. 


OFFICIAL XBOX MAGAZINE SCORE 


PREVIOUSLY: Carmen snuck into our office, via Peru 
COMING SOON: Hints and cheats 


OFFICIAL TIPS, TACTICS A 
ND 
STRATEGIES FOR ALL THE BEST GAMES! 


LATEST TIPS FOR >>SSX 3 
>> RAINBOW SIX 3 >> ROGUE OPS 


5» TENCHU: RETURN FROM ice oe , 3 
DARKNESS >> NINJA GAIDEN obil 1:5 
>> THE SIMS: BUSTIN’ OUT — 


>> NEED FOR SPEED 
UNDERGROUND 


DERWENT 


71447" 


LEET 


03:53.48 


^ Taking out enemies with a well-placed missile is deeply rewarding - you'll hate the swines. 


Behold the perfect advert for the humble seat belt 


SPYHUNTER 2e 


WORDS: BEN LAWRENCE 


DEVELOPER: MIDWAY 
PUBLISHER: MIDWAY 

RELEASE DATE: OUT NOW 
PLAYERS: 1-2 

WEBSITE: WWW.MIDWAY.COM 


BEING A SPY, or ‘spy 
hunter’ for that matter, 
does not mean chasing 
people through the 
streets of New Orleans in 
a Transformer. Just 
because Bond does it, 
doesn't make it big or 
clever. Being a spy hunter 
means more than racing 
along a stretch of road 
avoiding mines and shooting the bejesus out of 
everything. It may have washed back in the '80s, 
but not in today's fast-paced world of nano- 
technology and subversive counter-intelligence. 

The story is the usual Eastern Bloc 
nonsense, but that's forgivable. The game is 
arcade through and through, so you won't be 
bamboozled with convoluted spytalk. But that 
doesn't mean you're licensed to neglect the 
agonisingly thin gameplay. It needed beefing up, 
especially since this is a sequel, but what you're 
essentially given is a checkpoint chaser. Racing 
against the clock from the beginning of a track to 
its often miserable end does not a good game 
make. We suspect this was obvious even during 
development so, to divert your attention from 
the path-following monotony, someone said 


THE 
BRIEF 


SAVE THE world 
from the inside 


of a very fast 
transforming car 
packed with 
explosives. 
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“let's make it so difficult people forget how 
linear it is”. It is exceptionally difficult, and this 
isn't counter-balanced by any semblance of 
reward. There aren't even any dazzling 
pyrotechnics or glorious FMV sequences. 
Granted, there’s an amazing sense of speed 
to your spy car, and when you're whipping along 
a frosted mountain pass with explosions all 
around, you could be forgiven for thinking you're 
in a different game. Unfortunately, although your 
car is exceptionally fast, it appears to be made of 
Glad Foil. The slightest breeze or insect hitting 
the windshield, and it explodes or transforms 
into a lesser vehicle. The car turns into a bike, 
the boat into a hydrofoil. The first time the small 
transformation sequence kicks in it's actually 
rather impressive, but you'll soon find out that 
you might just as well have transformed into a 
sausage for all the good it does you. The primary 
vehicles have dodgy targeting systems at best, 
but the smaller craft are belly up before they've 
begun. And then what? Well, whether you're just 
starting a mission or nearing its climax, it's 
straight back to the start to do it all over again. 
In its meagre defence, it's certainly not the 
ugliest set of wheels on Xbox. Explosions 
pirouette and shoot off into the sky satisfyingly, 
missiles snake their way through water before 
kicking up a huge spray, and the graphics engine 
is competent. The handling is just the right of 
side of average, and for the most fleeting of 
moments it's not bad. The rest of the time 
though, it's a real, bumbling excuse of a game. 
Games have changed since we all shoved 
20-cent pieces into slots way back when, yet 
arcade updates on the whole never seem to let 
go of the apron strings. Imagine, if you will, that 
SpyHunter 2 had been done like Grand 
Theft Auto İll instead. Good, eh? We shall 
say no more on the subject. 


MAGAZINE 


D BONUS 
INFOQ 
YOUR MINE! 
Always look in your 
rear-view mirror for 
enemies who are 
attacking you from 
behind. Scatter a few 
mines as you drive to 
slow their progress. 


POWER 
The framerate is smooth and 
there's no pop-up, but textures 
and Al are completely lacking. 
—u— 
If this were Bond it'd be George 
Lazenby. It's not cool or stylish 
id d a combustible shoebox. 
IMMERSION 
It keeps you from enjoying it as if 
it were waving a big pointy stick. 
Ten minutes and you'll be sighing. 


lgl sed el 

Very long. That's not intentional 
though, it's just so damned hard to 
complete. It's a nightmare. 


PREVIOUSLY: Incoming - Issues 17 


GOOD POINTS 


+ ACE SENSE OF SPEED 
+ AMAZINGLY ANIMATED 
EXPLOSIONS 

+ HANDLING IS OKAY 


BAD POINTS 


- GAMEPLAY TOO DULL 
- EXCEPTIONALLY HARD 
IN PARTS 

- FAR TOO LINEAR 


SUMMARY 

A no-frills blaster on wheels. It 
may appeal to a few, but it has 
no staying power for people 
wanting any substance. 


OFFICIAL XBOX MAGAZINE SCORE 


COMING SOON: Probably another sequel 


A Shoot fixed-gun operators and you can then take control of their fast-firing weapons. 


Home on the range where deer and antelope hide 


DEAD MAN'S HAND 


WORDS: JAMES LEDLEY 


GAME INFORMATION 

DEVELOPER: HUMAN HEAD STUDIOS 
PUBLISHER: ATARI 

RELEASE DATE: 30 MAY 2004 

PLAYERS: 1-8 XBOX LIVE, SYSTEM LINK 
WEBSITE: WWW.DEAD-MANS-HAND.COM 


BETRAYED BY YOUR gang, 
shot in the back and left 
for dead, you've just 
drawn the “Hand of 
Death”. Recruited at a 
young age for his 
respected marksmanship, 
El Tejon joined the 
fearsome gang known as 
‘The Nine’. Not realising 
that the senseless murder of 
innocent people would go along with the gang's 
greedy heists, El Tejon wanted out. And that was 
something that the gang s leader, Tennessee Vic, 
would not allow. 

With classic ghost-town shootouts, poker, 
vengeful quests, ruthless gangs, and immortal 
anti-heroes, Dead Man's Hand rekindles the 
lawless frontier of the Wild West, paying homage 
to Hollywood's classic Western films. 

Dead Man's Hand safely follows the classic 
first-person shooter formula, introducing only a 
few new concepts. Firstly, the levels are wholly 
linear, putting the emphasis on the action. 
Enemies, extra health and ammunition supplies 
are in abundance, and the levels themselves are 
staged around some exciting and unique 


Set in the Wild 
West, this is a 


stylish, creative, 
but ultimately 
average first 
person shooter. 


shootout scenarios (think horseback, bar-rooms 
and rickety mine carts). Using an advanced 
physics system, interactive and destructible 
elements fill the levels, opening up more creative 
ways to take out fortified bandits. On top of this, 
Dead Man's Hand rewards players with its 
points-based scoring system. Quick consecutive 
kills, crushing enemies under collapsing 
architecture, hitting mid air targets, shooting off 
enemies hats, resourceful use of dynamite and 
kegs of gun powder award the player with bonus 
points, adding a creative flair to the combat. 

Though no split-screen multiplayer is 
offered, the game includes a variety of play 
modes and support for 8 players in both Xbox 
Live and System Link environments. It's better 
than nothing, we suppose, but it’s pretty weak 
considering the Xbox's first first-person shooter, 
Halo, offered full split-screen options. 

Authentic sound effects and fantastic music 
are let down by the haphazard implementation 
of enemy voice acting, which can seem 
misplaced at times. While well designed, the 
graphics lack the technical accomplishment of 
some other Xbox titles. Worst of all, the bigger 
shootouts often turn into a jerky mess thanks to 
an inconsistent framerate, which isn't good at all. 

There's still something to be said for the 
game's charismatic setting and genuinely fun 
gunplay, which will appeal to fans of both 
Western and first-person shooters. With tighter 
gameplay mechanics and a little more polish, 
Dead Man's Hand could have been something 
really special. Flaws in the erratic auto-aim 
seriously detract from what ought to be sharp- 
shooting gameplay, as well as some fairly 
average level designs in the single player 
campaign make it hard to justify a full 
price purchase. 


LIKE BUGS BUNNY 
Kill baddies by crushing 
them under a tree or by 
causing boulders to fall 
on top of them. You get 
bonus points for it, too. 


^ Shoot at rocks to send them tumbling. 


ZA THE NERDICT 


POLUER 

Some great Western-inspired 
environments, but average 
graphics and jerkiness detract. 
Shoes 

Moody music, busy shootouts, 
gritty presentation, and creative 
gunplay add to all the fun. 


IMMERSION 


Distractingly inconsistent auto aim 


ruins the otherwise great 
experience. 


LIFESPAN 


The solid points system makes for 


single player mode replayable. 
Good, if uninspiring, multiplayer. 


GOOD POINTS 


+ THE WILD WEST 
MAKES FOR A GREAT 
SETTING 

+ FUN GUNPLAY 


BAD POINTS 


- FORMULAIC GAME 
DESIGN 

- BROKEN SHOOTING 
MECHANIC 


“o€MMHMEM- 


SUMMARY 

The charm of the Western 
setting is hard to deny, but the 
gameplay never succeeds at 
being more than average. 


OFFICIAL XBOX MAGAZINI 


PREVIOUSLY: Preview - Issue 26 


COMING SOON: Live Update 


RENIIEWS 


000080 


Kä ` 


d 


A PASTA LA VISTA: SPAGHETTI WESTERNS ARE SO CALLED BECAUSE THEY WERE FILMED CHEAPLY ON LOCATION IN ITALY AND SPAIN. 


ISSUE 27 mpi 


MAAENIELLUO 


£ ` CU-GOR : 


^ Cy-Gor is another well-known character from the series. Just don't mention Angela or Medieval Spawn, m'kay? 


Is this the end for the comic-spawned hero? 


SPAWN: ARMAGEDDON 


WORDS: ANDY IRVING 


DEVELOPER: NAMCO 

PUBLISHER: EA 

RELEASE DATE: OUT NOW 

PLAYERS: 1 

WEBSITE: WWW.SPAWN.COM/ 
ENTERTAINMENT/ARMAGEDDONGAME/ 


THE COMIC BOOK adaptations 
BRIEF haven't fared particularly 
well in their cellulose-to- 


THE CLASSIC 
anti-hero must 


Xbox transition, with the 
only exception being the 
outstanding XIII (Issue 22, 
8.6). Spawn, the most 
famous of illustrator Todd 
McFarlane's comic 
creations, already has 
one movie adaptation and a 
couple of last-gen games under the belt of his 
living, symbiotic costume, so will Armageddon 
turn out to be the prophetic end of him? 

Initially events seem quite promising. The 
back-story of our anti-hero is played out through 
some great-looking cutscenes, smattered with 
McFarlane's customary dark and stylish flair. 
Spawn, previously an elite government assassin 
in life, is brought out of hell so he can see his 
wife once more, but must fight for the devil in 
the war between good and evil. A Necroplasm 
weapon has been fired on a near-future New 
York, and a portal to hell opened. Now you must 
fight for your survival, and that of the world... 

Fans of the comics will immediately identify 
with the look of the game, as a suitably dark 


battle the forces 
of good and evil 
in this third- 

person actioner. 
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and gritty atmosphere is well conveyed, and 
having McFarlane advise on the development 
process has paid off. Your path is guided by 
green talisman waypoints, which, when touched, 
turn red and act as markers of your progress. 
However, these are made redundant by the 
linear gameplay, as our hero is limited as to 
where he can and can't go, and the old invisible- 
wall syndrome frequently curtails the potentially 
expansive environments. 

Spawn has Necroplasm attack powers, 
which must be replenished by collecting plasm 
orbs. We're all for having some degree of help, 
but these are frequently laid out directly along 
the path you must take, like some hellish form 
of Hansel and Gretel. Whilst movement is mostly 
running and jumping, Spawn's chains can be 
used as grappling hooks to zip around small 
areas of a level. His cloak can glide, too. 

There are some winning touches. Hand-to- 
hand combat is achieved with his trusty axe, 
Agony, and although there aren't really any 
combo options, there is a liberal smattering of 
blood and gore. A large arsenal of weapons is at 
Spawn's disposal, including madcap machine- 
guns, brimstone cannons and a triple-barrelled 
rocket launcher, and these can all be upgraded 
with Soul Orbs, collected from slain enemies. 
However, your original chains are still the most 
effective weapons with the lock-on function. 

Unfortunately the camera is an issue. How 
many times is a third-person actioner ruined by 
a camera getting stuck behind walls, randomly 
zooming in and out and limiting your view? 
Armageddon is guilty on all counts. 

Spawn is a passable adaptation of the 
comicbook, if not a shameless plug for 
McFarlane's work. As an action game, 
however, it's very average. Check out 
Ninja Gaiden (page 052) instead. 


MAGAZINE 


D BONUS 
INFOQ 

CATCH "EM ALL 
Collecting comic covers 
unlocks published and 
concept artwork, and 
each enemy encountered 
unlocks part of a Spawn 
encyclopedia. 


vue Im» 


4 Spawn is really fighting off the birds. 
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XeOO»x 


POWER — AA GOOD POINTS 
Nothing groundbreaking here. In DAE 
fact, the animation sometimes + FAITHFUL TO THE FEEL 
looks a bit last-gen. OF THE COMICS 

= Sar + EXPLICIT BLOOD AND 
STSLE GORE 


Moody visuals, loads of gore and 
a Marilyn Manson soundtrack. 
Great, if that's your scene. 


+ SATISFYING WEAPONS 


BAD POINTS 
IMMERSION 
Surprisingly addictive once you 
discover the big guns, but levels 
get repetitive quickly. 


- REPETITIVE 
4 - TERRIBLE CAMERA 
HINDERS GAMEPLAY 


SUMMARY 

A competent action game that 
stays faithful to the source 
material but is ruined by an 
awful camera. 


EE 

Not a huge game, but fans will 
want to go back and unlock all the 
extra artwork. 


OFFICIAL BOX MAGAZINE SCORE 


PREVIOUSLY: Spawn climbed straight out of hell and onto our desks 
COMING SOON: Todd McFarlane is apparently in hiding 


S CHI 


I Green Destiny 


^* It will take more than just luck to keep these three from killing you. You either learn how to dodge or die. Simple. 


Wise man avoid four-year-old licence 


CROUCHING TIGER. 
HIDDEN DRAGON 


WORDS: BEN LAWRENCE 


DEVELOPER: GENKI 
PUBLISHER: UBISOFT 
RELEASE DATE: OUT NOW 
PLAYERS: 1 

WEBSITE: HTTP://CROUCHING 
TIGER.UBI.COM 


CROUCHING TIGER, 
Hidden Dragon won four 
Oscars back in 2001. 
That, by all accounts, 
suggests rather heavily it 
was good. Simple. 

If you've yet to see it, 
then buy a copy, you 
won't be disappointed. It 
soars with a grace and 
beauty rarely found in movie 
making these days, and is rich with action, 
romance, and exquisite cinematography. And 
then this thing arrives on our desks. It's not that 
bad, in fact, it manages to be quite inventive at 
times, but we're not sure whether it was even 
finished properly. 

The game is broken into four episodes, each 
of which stars one of the characters and sees 
their personal take on the struggle for the Green 
Destiny sword. Then, once the first episode is 
over, you return to the beginning of the story to 
play it from a different perspective. Good idea? 
Not if you believe in the art of storytelling. 

The action, which was almost poetic in the 
movie, is integral to the feel of the story, and 


THE 
BRIEF 


REPLAY the 
Oscar-winning 


movie's plot from 
the perspectives 
of the four lead 
characters. 


>»? NFO 


“RENEWS 


STAY HEALTHY 


although the developer has certainly tried to 
encapsulate it, it falls woefully flat. The wire 
work, impossible acrobatics, and fluidity of the 
movie has been squished into some truly bizarre 
button combinations. The Right trigger makes 
you jump, while the Black button makes you 
run. Clicking the Left stick acts as the ‘action’ 
button, while all the coloured buttons form 
punch and kick moves. 

You can't kick someone while holding a 
sword either, so to move between kicking and 
slashing you have to sheathe and draw your 
sword repeatedly. You look like some martial 
arts jumping bean at times, as you sh-sh-sh- 
shudder your weapon in and out of its sheath, 
all the while being attacked from every side. 
Hardly Chow Yun Fat. 

The other stunningly beautiful thing about 
the movie was the use of defensive moves. 
These are also referred to in the game, but are a 
pre-animated set of moves that kick in if you hit 
the defence button (Left trigger) in tempo with a 
flashing icon. Valiant effort, so points there, but 
seriously, where's the skill? 

The fact that the movie was released four 
years prior to the game should have sounded 
the alarm bells way before you even began 
reading this, but if you are still unconvinced, go 
buy the DVD and watch the movie again. There 
is a timeless, aching romance between the leads, 
compelling treetop duels, sweeping desert 
vistas, and some of the most imaginatively 
conceived fight scenes in recent memory. 
Anything released on a console that would hope 
to recapture all that is dead long before it even 
starts. We almost feel sorry for this game, 
because despite looking every bit as 
pretty as it should, it didn't stand a 
chance from the beginning. 


Smash as many crates 
as you can - they hold 
vital health bonuses. 
Without these you will 
not be able to progress 
through the game. 


be GERID 7 E 
^. At least they kept the roof-jumping bits. 


POWER 

The graphics engine isn't too bad, 
and everything looks as it should. 
Shame about the gameplay. 


STIME 

Tries to capture the essence of the 
movie, but it's an uphill struggle 
this poor donkey couldn't handle. 


IMMERSION 

It's hard to care about your 
characters when they don't move 
properly and the camera is pants. 
LIFESPAN 

It lasts four times as long as your 
average under-par slasher. But is 
that really such a benefit? 


& GOOD POINTS 


+ LOOKS LIKE THE FILM 
+ LOADS OF CUTSCENES 
FROM THE MOVIE 

+ MUSIC FROM THE FILM 


BAD POINTS 


- IT PLAYS HORRIBLY 

- CHARACTERS ARE TOO 
UNRESPONSIVE 

- CAMERA IS ABYSMAL 


SUMMARY 

A bit broken, and a bit old. It 
tries hard, bless it, but for such 
an epic film it should've been 
more like Prince of Persia. 
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PREVIOUSLY: Nothing. It's been hiding out in the treetops 


COMING SOON: Hints and cheats 


s FACT: ‘CROUCHING TIGER, HIDDEN DRAGON" IS FROM A SAYING IN CHINESE MYTHOLOGY. IT REFERS TO THE STRENGTH IN YOU THAT YOU CHOOSE TO HİDE FROM OTHERS, 


> ISSUE ez Daa 


ARE NIELUO 


Le 


2 


“8 How these two pot-heads managed to 


not get killed in their 30 years of adventuring is beyond us. 


Jeepers! A boring old cartoon slouches on to Xbox! 


5EnnH.u DOO 
MYSTERY MAYHEM 


WORDS: JAMES COTTEE 


DEVELOPER: ARTIFICIAL MIND & 
MOVEMENT 

PUBLISHER: THQ 

RELEASE DATE: OUT NOW 
PLAYERS: 1 


WEBSITE: WWW.THQ.COM 


IN THE 708, they were 
bland. In the 80s, they 
were boring. In they 90s, 
they were a sick joke. 
And today, the crew of 
the Mystery Machine are 
anachronisms, as much 
out of time as the pirates 
and witches they pursue. 
Forever trapped in the 
age of flower power, Fred, 
Daphne, Velma, Shaggy and Scooby have found 
themselves in another video game spin-off. The 
player has the honour of controlling a Scooby- 
Shaggy tag team as they explore one of five 
locales (“episodes”). 

Anyone with fond memories of this creaky 
old show will find the transition to 3D a jarring 
experience. The animators have attempted to 
replicate the ultra-low-budget animation feel in 


THE 
3 BRIEF- 


HELP Scooby 


Doo and 
Shaggy find 
the clues and 
flummox the 
spooks. 


the bulbous, deformed looking character models. 


What looked fine in celluloid becomes 
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somewhat ghoulish in three dimensions. 
Fortunately, the cut scenes seldom intrude upon 
the 3rd-person action adventuring. Moving 
Scooby and Shaggy through generic looking, 
crate-filled environments isn't too taxing. But 
again, close adherence to the source material 
comes off as merely confusing - the endless near- 
identical rooms quickly become confusing. 
They've even tried to incorporate those scenes 
from the show where the heroes would flee 
spooks through identical looking door-filled 
corridors. Alas, this stab at innovation also falls 
flat, merely serving to confuse and torment you. 

Occasionally you'll need to swap between 
the characters to solve some painfully easy 
quandary. Save points are frequent, almost to 
the point of being ubiquitous. Some difficulty 
emerges when you get the Tome of Doom, a 
book that can catch and dispose of spooks. But 
this appears to be more due to sloppy design 
work than anything, considering the near 
criminal ease of the product as a whole. 

The developers have managed to capture 
some of the unique humour of the series. Scooby 
and Shaggy can often don simple costumes to 
confuse monsters. The music and effects are 
straight from the show. So are the voices, though 
they had to replace Casey Kasem (Shaggy) with 
somebody a little cheaper. Stay awake long 
enough, and you may even unlock some design 
drawings or character models. 

This game was designed for very young 
children, and we're sure they'll love it. 

Anyone out of primary school, however, 
will find this tiring and a little pointless. 


MAGAZINE 


BONUS 


INFO 


PANIC ATTACK 
When they're on zero 
health, Scooby & Shaggy 
will lose their cool and 
run about like complete 
lunatics. 


“N ...and everyone will fall for the disguise... 
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POWER 

Primitive character models, simple 
environments, clipping, only five 
save slots - weak all round 


GOOD POINTS 


+ SOME SLIGHTLY 
IMAGINATIVE GAME 
DESIGN 

+ JUST AS STUPID AS 
THE TV SHOW 


ST See 
The unique 60s vibe of Scooby 
Doo looks distorted and weird in 


3D. Little to no finesse in this one. BAD POINTS 


IMMERSION 

Some of the ghost-busting 
demands furious button mashing, 
but mostly it's pallid and dull. 

z SUMMARY 

A kids" game with a catchy 
license, but that's about it. If 
your name is Simple Simon, 
give it a whirl. 


- TOO EASY 
- REPETITIVE 
- VERY GLITCHY 


“€ IUMMUM- 


LIFESPAN 
Very short main game, 5 mini 
games, and a handful of miserable 
extras. And the movie trailer... 
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PREVIOUSLY: This is the first we've seen of Scooby. 
COMING SOON: Something with Sarah Michelle Gellar, perhaps? 
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As his foot fell several feet short of the flaming Incan rapa, heroic Harry realised he'd come a tad unprepared. 


Indiana Jones, minus the whip. 


PITFALL. 


THE LOST EXPEDITION 


WORDS: KEVIN CHEUNG 


DEVELOPER: EDGE OF REALITY 

PUBLISHER: ACTIVISION 

RELEASE DATE: OUT NOW 

PLAYERS: 1 

WEBSITE: HTTP: WWW.PITFALLHARRY.COM 


As any dedicated gamer 
will know, Indiana Jones 
and Lara Croft aren't the 
only famous tomb-raiders 
to have graced the world 
of video game. Pitfall, 
which first appeared on 
the Atari 2600, was 
highly influential on the 
platform game genre, 
predating even the Super 
Mario series. But back then, everything was in 
two dimensions and Pitfall was rendered in 
pixels the size of ten-cent coins. This new version 
of Pitfall clearly sports a more modern 3D look, 
with features and controls that better suit today's 
standard of platform adventure games. 

Comical in style and loaded with American 
humour, players take control of Harry as he 
double-jumps over gaping holes in the ground, 
tip-toes past snoozing killer monkeys, swings like 
Tarzan between dangling vines and deals out 
generously sized knuckle sandwiches. This 
jungle-romp pretty much follows every known 


>> THE 


Guide Harry 
through a jungle 
filled with killer 
monkeys, talking 
jaguars and 
cannibals. 


convention in the textbook for ‘How To Make A 
Platform Game’, right down to finding new 
equipment to unlock new areas, purchasing 
bonus equipment and abilities and having to 
back-track through old levels to gain access to 
new areas. 

One aspect that is new, however, is the use 
of the right analogue stick on the control pad. 
Whereas most other platform games reserve the 
right stick for camera controls, Pitfall uses it to 
control Harry's right hand - which can grab on to 
objects, pull at levers and use special items like 
flaming torches and water flasks. 

This is a neat little feature, but it comes at 
a considerable cost to the game's camera 
system. The camera can only rotate horizontally 
with the Left and Right triggers. Its height can be 
adjusted by pulling on both triggers and pushing 
up and down on the left stick. This is an 
unnecessarily tedious process to manage every 
time you want to gauge the distance of a nearby 
platform. Worse still, it makes it harder to fight 
multiple enemies in the area. 

It's worth asking, then, whether it was 
worth developer Edge of Reality's trouble to 
forego the ubiquitous “Action button”, which any 
other developer would've used to perform all of 
those hand controls. After all, camera trouble is 
the Number One hate of platform gaming fans. 

Cameras aside, Pitfall isn't a bad game. For 
a multi-format game, it packs a high level of 
detail in the jungle environments and the sound 
effects are pretty much spot on. It's an easy 
game to get into, so if you're after a light- 
hearted take on the Indiana Jones 
concept, Pitfall will suit you to a tee. 


DIC 


HARRY'S POCKETS 


Harry can accesss 
different items in his 
inventory by pressing 
one of the four 
directions on the D-pad. 


^* Take on foul creatures as the dashing Harry. 


POWER 

Solid. For a game that's not 
aiming high (being comical), you'll 
have few complaints. 


GOOD POINTS 


* QUICK RESTARTS 
+ EASY LEVEL OF 
PROGRESSION 


STCS 

A bit like Tomb Raider meets 
Crash Bandicoot. Crazy things 
happen for no apparent reason. 


BAD POINTS 


- THE PUZZLES ARE A 
= eae BIT PREDICTABLE 
IMMERSION 
Atmospheric sound effects, quality 
voice acting and irreverent 
humour will let you slip right in. 
= SUMMARY 
Pitfall doesn't offer anything 
particularly new, but it'll give 
you that quick and easy 
platforming fix you need. 


- DODGY CAMERA. 
- LOTS OF POINTLESS 
BACK-TRACKING 


LIFESPAN 

Not the toughest game to 
completely unlock - you'll crack it 
within a weekend. 
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ei m) 


PREVIOUSLY: We've covered Harry's game since last year 
COMING SOON: Hints & cheats 


NARROW ESCAPES: IF YOU'RE CAUGHT IN THE JAWS OF A CROCODILE, WIGGLE THE LEFT THUMBSTICK FROM SIDE TO SIDE TO PRY THEM OPEN, THEN JUMP OUTTA THERE! 


A 
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- - 


sconE 0 


^* Hang on, mate! Watch out for the...oops, too late. 


It's like riding across Jordan's chest 


(Tix UNLEASHED 


WORDS: JERMAIN MANN 


DEVELOPER: RAINBOW STUDIOS 
PUBLISHER: THQ 

RELEASE DATE: OUT NOW 
PLAYERS: 1-2 

WEBSITE: WWW.THQ.COM 


YOU KEEP telling yourself 
it's only a game. Leaping 
across a jagged gap, 
landing comfortably on a 
downward slant and 
revving away in pole 
position, you're calm, 
composed, confident of 
victory. And then 
suddenly an over-flying 
bike catches your rider's 
head. CRACK! You're sent tumbling across the 
rocky terrain. First place becomes eighth place in 
a flash. You scream. Your gamepad is flung into 
the nearest wall. Broken plastic flies everywhere. 
And it's only a game, you say... 

MX Unleashed is a compelling little two- 
wheeled sim. Like all good racers, you'll keep on 
trying and trying until you've creamed the 
opposition and soared triumphantly over the 
finish line. Not that it's anything like a speedy 
punt in a Lamborghini, mind. Here, you'll spend 
as much time in the air as you do on the ground. 
It's all about rhythm, see. Pulling back on the 
suspension and getting the required amount of 
lift-off, ensuring that you land on the right side of 
a hill to maintain your speed, and shoving in a 
few tricks to the appreciative whoops from 
impressionable crowds. There are many other 


THE 
2? BRIEF 


BEEFY motocross 
racer from the 
makers of 
Motocross 
Madness, with 
freestyle events. 
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elements to consider too - leaning your rider, 
accelerating off the curves of bends and stocking 
up on the witch hazel to soothe a bruised botty. 
It's a hard knock life this motocross lark, y'know. 

MX's main quest involves haring up the 
ranking ladder by winning tournaments. 
However, some of the action seems marred by 
karting-like randomness. You can squeal into a 
bend in last place, and come out of it holding 
first. Until you've mastered the controls, final 
positions are more dependent on where the race 
ends rather than any actual biking ability (to 
begin with, anyway). And there's nothing more 
frustrating than being pole-axed by an over-eager 
contender during a final lap. Cheating swines! 

So there you have it. Admittedly, it's hard 
getting excited about a new motocross game. 
The genre's been done to death, and the games 
often appear limited by their own subject matter. 
Still, MX Unleashed is one of the better titles out 
of what's otherwise an uninspiring bunch. The 
physics are staggeringly convincing and the 
gameplay addictive. If you can overlook the 
paltry multiplayer and enjoy racing with a bit of 
extreme sports flung in, then this should 
be worth the dosh. Just try not to throw 
the gamepad too much, eh? 


^* Two players compete across rocky plains. 
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00: 18.54: TIME 
-00:00.70°tEAD ` 
00:57.31 BEST 


DY BONUS 


BIG TRUCK 
Freestyle mode offers 
races against monster 
trucks and helicopters. 
Use points acquired in 
Career to buy them for 
your own pleasure. 


INFO 


— Za 


^* There's snow place like, um... Canada. 


^ Bet you can't do that in a Mondeo. 


X THE NERDICT 


xmeo 


POLUER 


Impressive physics. The bikes 


bounce and leap across the tracks 


with incredible realism. 


up m — 

Looks pretty much the same as 
any motocross game that has 
gone before. 


IMMERSION 

It's easy to pick up, but there's 
lots to master, and can be very 
tricky at first. 
minə 
Tons of tournaments to enter but 
unless you're a bike nut, your 
interest will wane. 


Rexam 


PREVIOUSLY: Incoming - Issue 17 


GOOD POINTS 


+ IMPRESSIVE PHYSICS 
+ BIKES HANDLE WELL 
+ BOASTS THAT ‘ONE- 
MORE-GO' FACTOR 


BAD POINTS 


- FINISHING POSITIONS 
SEEM RANDOM 

- CAN BE VERY 
FRUSTRATING 


EJ EISE? 


SUMMARY 


A very solid and enjoyable, if 
unspectacular, motocross racer. 
It's all been done before, but 
this is one of the best around. 
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COMING SOON: A sequel, by our reckoning 


^ Beautifully crisp visuals, moving at a gorgeous 60 


pi 


frames per second. Easily the most beautiful dirtbike racer. 


Activision tries its hand at the dirtbike genre. 


BONUS 
22» NFO 
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KEEPING BALANCE 


^* Getting the ‘jump’ on the competition. 


Use the analogue stick 
to adjust the angle 
you're pointing in mid- 
air. Make sure you land 
flush with the ground. 


(TTTX MOTOTRAX 


A "For my next trick, l'm going balls-first 


WORDS: MATT WOLFS 


GAME INFORMATION 
DEVELOPER: LEFT FIELD PRODUCTIONS 
PUBLISHER: ACTIVISION 

RELEASE DATE: OUT NOW 

PLAYERS: 1-8 XBOX LIVE, SYSTEM LINK 
WEBSITE: WWW.ACTIVISION.COM 


IT'S BEEN A long time 
La between drinks for 
quality dirt racers. Does 


TEAR through the 


anyone remember 
Excitebike 64? It had 
smooth graphics, easy 
controls and a sprinkle of 
magic that made it the 
premiere console dirtbike 
racer. Years later, 
Excitebike 64 developer Left 
Field has made a triumphant return to the genre 
with the highly playable MTX Mototrax. 

The controls in MTX are very easy to learn 
right off the bat, yet at no time is it so simple as 
to render the game too basic. Aside from the 
standard assortment of accelerating, braking and 
turning, riders are able to pre-load their bike's 
suspension to help catch an extra bit of air off a 
jump. A clutch is also available for use, and with 
the correct timing can really help give that extra 
bit of push you need to power out of a tight 
corner. The friendly, effective control system 
really goes a long way towards making MTX the 
quality game that it is. 

Sadly, the single player game, while highly 
enjoyable, just doesn't last long enough. At face 


dirt tracks, power 
up the hills, fly 
through the air 
and pray you 
don't get killed. 


value, there appears to be a lot of things to do 
by virtue of all the championships that are 
available across Freestyle, Motocross and 
Supercross racing. However, these challenges will 
be clocked quite quickly by the seasoned gamer. 

That's not to say MTX provides anything 
but an action-packed joyride from start to finish, 
but it does leave you with the feeling that there 
isn't enough of it. Mercifully, there's a track 
creator for dedicated riders who want to squeeze 
more value out of the game. 

If you're still undecided about MTX, here's 
the killer: 8-player Xbox Live play. Indeed, if you 
think you've got what it takes to carve up the 
online dirtbike scene, this is your game. The 
seemingly brief amount of fun and enjoyment 
that you'll receive in the single-player game is 
magnified innumerably when you take 
advantage of the multiplayer modes. 

With liquid-smooth 60fps motion, custom 
soundtrack support, a track creator and online 
play, MTX Mototrax sounds like the total 
entertainment package for dirtbike fans. 

And it is, provided you intend to take the 
game for a spin online. 


^* That bike's not easy to flip in mid-air! 


e 


ACUX 


POWER 

Average detail, but the constant 
60fps motion makes for a 
brilliantly smooth ride. 


el 
Dirtbikes and people racing them 
and sponsorship logos - an 
imitation of real life. 


IMMERSION 
Consistently good fun. If you're a 
fan of dirtbike racing, it doesn’t 
get much better than this. 
IEE RİN) 

Single player is limited, but online 
can quite possibly last forever. 
Track editor is invaluable. 


OFFICIAL XBOX MAGAZINE & 


7X THE NERDICT 


Ké 


SUMMARY 

If only this game were a little 
longer. Still, it's a quality 
dirtbike racer that fans of the 
genre would be crazy to miss. 


GOOD POINTS 
+ CUSTOM 
SOUNDTRACKS 

+ FANTASTIC FIRST- 
PERSON CAMERA 

+ WELL BALANCED 
CONTROLS 


BAD POINTS 


- LIMITED SINGLE- 
PLAYER LIFETIME 


PREVIOUSLY: Preview - Issue 26 
COMING SOON: Hints & cheats 


STICK TO YOUR CAR: AT THE MTX MOTOTRAX LAUNCH DAY, KEVIN ENDED UP FALLING OVER ON HIS BIKE FOUR TIMES. HE CLAIMS HES JUST A BEGINNER. 


A 


ISSUE ez Bz” 


RENIIEWS 


: <CO-DRI VER 
2 *00:00:210] LOO? things. 


Wewer, 
" 


3 +00:00:471 
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m "c ^* The pit crew's behind you all the way. 
^ Several racing modes keep things fresh. There's nothing like tearing round small mountain villages in a rally car. 


Working class to world champion in 16 chapters yor 


ME AND YOU 


There are no System 

Link, Live or four-player 
m options here. You and a 
EH mate can race for points 


or battle it out to the . 
finish line, but that's it. ^* Every woman for herself on the track. 


WORDS: GAVIN OGDEN modes. You'll get to hammer high-powered 
touring cars round tracks like Suzuka, race rally 
cars up and down mountainsides, politely over- 

DEVELOPER: NAMCO take rivals in classic models and go as fast as 
ee you can in a straight line with some drag action. 


AK THE NERDICT 


55:05 It's a good mix of modes that helps keep things 
RELEASE DATE: OUT NOW fresh. One minute you're going flat out for five POWER enon PONTE 
PLAYERS: 1-2 Ms .. championship pa and te m. you're Courses, cars and cutscenes are en 
WERCITE: WWW BACING.EVOIIITION COM ying down a mountain dodging onlookers. ure Namco, taking full advantage 
WEBSITE: WWW.RACING-EVOLUTION.COM Once you've finished the Racing Life mode, z the console's A Ae En K Sigh epee 
you can race for cash (to buy more cars and L = CS 
CHANCES ARE you've upgrades) in hundreds of different modes in the STYLE + GOOD VARIATION IN 
come across at least one Event Challenge option. You'll breeze through Looks and sounds like part of the 5—— 
Ridge Racer title in your Racing Life but Event Challenge vvill keep you Ridge Racer family even though it 
STORY-BASED gaming life and any old- going for weeks. technically isn’t. BAD POINTS 
touring, rally, timers in the audience A quick glance at these glorious in-game sr pi oT n 
classic and drag will have fond memories screens, and you'll be in no doubt that R: Racing IMMERSION - POOR HANDLING 
racing from some of the now-legendary looks the business. The tracks, environments WE the childrens end MODELS 
of Namco's Ridge BRAGE R: Racing isn't the and car models look rock hard, even if they are ola small <ntihiming pool’ Meni - LACK OF MULTIPLAYER 
Racer team. latest instalment in the a bit on the Gran TurismolSega GT side. Sadly, EEN E 
series - it's completely the actual racing and handling lets the game ER SE 
separate - but core down. All the cars feel similar and they all LIFESPAN SUMMARS : 
members of the Ridge Racer team did create it handle like they re floating an inch off the 7 x Decent racer with ə slick 
and the biggest change to the formula is the track. But aside from that, it's business as Lack of multiplayer options and 3 EEN but — I of 
inclusion of the story mode, called Racing Life. usual for the latest Namco racer. short but sweet story mode won't Xə 


But before you start pulling your hair out keep you hooked for too long. the back of the Xbox pack. 


and wondering why developers insist on adding 
a story to a racing game, this one's a lot easier 
to get along with than those seen in V8 
Supercars Race Driver and V-Rally 3. You play 
Rena, an ambulance driver who turns into a 
world-class leather-clad racing goddess with 
more cleavage than Monica Bellucci trapped in a 
crevasse. You get caught up in catty rivalry with 
another female racer but go on to become the 
hottest thing on the circuit over 16 different 
events, broken down into chapters. 

Across the chapters you'll have to put the is 
pedal to the metal in a variety of different race ^ Rivals shout while racing alongside you. 


OFFICIAL xH MAGAZINE SCORE 


PREVIOUSLY: Incoming - Issue 18 
COMING SOON: Hints and cheats 
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Hey, check out that fool. He bought this game... 


^* Outlandish acrobatics are where it's at in UFS. Build up combos of flashy passes to perform a Netbuster. 


Urbane, Style-free Shocker, more like >»> NAO 


SPOT THE STRIPES 


URBAN FREESTYLE :—— 


as the actors in all the 5; S ` 
movies, wear items sö n 250 $ 
from their latest ranges. A Bam! An unstoppable shot. How easy? 


X THE NERDICT 


WORDS: ANDY IRVING ridiculously easy. Your team-mates’ Al is just as X60xX 
bad; when you pick up the ball, they'll run 
everywhere apart from towards the opponent's POWER A ann POINTS 
goal. Apparently street soccer is all about Pretty uninspiring visuals and T 
DEVELOPER: SILICON DREAMS showing off, and the more passes and skill relatively bland environments. A MS 
PUBLISHER ACCLAIM ^ ^ moves are put together, the more your power Cutscenes are rough and ready. E GITEN 
E meter fills up. Once full, you can unleash the 
RELEASE DATE: OUT NOW. ‘virtually unstoppable’ Netbuster shot, but STYLE z= “EM: 
PLAYERS: 1-4 restrictive gameplay severely hinders this. Appalling characters and risible SS BAD POINTS 
WEBSITE: WWW.ACCLAIM.COM/GAMES/ ` Pass to an Al team-mate, and by the time dialogue. Not a bad soundtrack 
So aaa SS SS they've finished flicking the ball (instead of though, from credible bands. ES - TERRIBLE GAMEPLAY 
FREESTYLESOCCER/ passing back to you), they've been tackled and sere l e - AWFUL DIALOGUE 
the opposition have scored. Scored, because IMMERSION aed - SHOOTING TOO EASY 
PICTURE THE scene. A shooting is ridiculously easy. There's no skill 7 : - PASSING TOO 
>> THE oup of suits having a required, just holding shoot from pretty much CH be scoring goals galore a, 
BREL EE ng equirednjust holding SROQUITOT pretiy m within minutes of picking this up. “7 LABOURED 
brainstorming session at anywhere will result in a goal, thus negating the Which is not'a eood thing 
fee EE a developers studio. entire Netbusting idea. This is compounded by b SUMMARY 
of four freestyle “Kids love soccer, right? the ineptitude of goalkeepers, as you have no LIFESPAN m ; 
footballers to So why don't we make a direct control over them until the ball is in their ES ee ee E 
gain turf and soccer game cool, like hands. This is an even rarer occurrence though, DM ə ; Bü coumun da kids; and 
, but multiplayer is fun for possibly the worst soccer game 


street cred in the adding some hip kids as while they'll parry nearly every shot into the 


> REAL UFS: ANDY, GAV AND PHIL PLAY FOOTY EVERY WEEK. LAST TIME GAV PLAYED ON AN OUTDOOR PITCH, KIDS FROM A TOWER BLOCK PELTED HIM WITH STONES. 


ghetto. spouting street speak, oncoming path of the opposition's striker, this is 5:77 -—— 
give them a bit of attitude, punctuated by the occasional save-then-dribble- "us 
and garnish it with popular into-your-own-net lark. Very, very frustrating. OFFICIAL XBOX MAGAZINE SCORE 

music. It'll make a great game, won't it?” If you can stomach all of the above, there 

That's where all hope for this title ends. are several modes available, like Turf Wars, 
Teams of four woefully misguided, stereotypical Street Challenge, Freestyle and Home Turf. 
urban youths (including Sk8er Bois, Hardcore Movies can be unlocked too, and are worth 
Honeyz and the Taggin’ Crew) apparently ‘battle’ watching for the pure comedy factor of kids uz 
things out in ghetto-style five-a-side courts, trying to act all hard while looking like morons. 
complete with those mythical cheering crowds At the final whistle, UFS started as an 
that stand in for pikey kids*nicking your kit bag. alternative take on a soccer game, but through 

The ball control, for one thing, is atrocious. dire execution and truly laughable PREVIOUSLY: Incoming - Issue 25 
We know this isn't the most accurate soccer sim presentation, it ends up missing the mark COMING SOON: Hints - Issue 28 
out there, but severe gluefoot makes dribbling wider than a Gareth Southgate penalty. 
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LEE NEIE 


i 


^ She 


Introducing a new genre - survival Hammer Horror 


may look like a fair-skinned maiden, but Victoria knows how to handle her weapons. 


CURSE: EYE OF ISIS 


WORDS: BEN LAWRENCE 


DEVELOPER: MC2 

PUBLISHER: VIVENDI 

RELEASE DATE: OUT NOW 
PLAYERS: 1 

WEBSITE: WWW.CURSEGAME.COM 


WE LOVE A good ripping 
yarn. Riding boots, 
afternoon tea, cor-blimey 
workmen being offed by 
the undead, Egyptian 
curses, and bustle- 
wearing, shotgun-toting 
ladies with an attitude. 
It's like Hammer Horror 
never went away. 

Curse is the nearest 
thing we're going to get to Resident Evil on Xbox. 
There's Silent Hill 2 (Issue 08, 8.4) of course, but 
that's a strong enough brand to stand on its own 
merits. Curse, however, is Resident Evil. Mansion? 
Check. Puzzle solving? Check? Weird plague 
turning everyone into drooling brain munchers? 
Check. Every familiar aspect, from the distinctly 
Resi control system to the inventory, has been 
sandblasted, stuck in a sarcophagus, and given 
a funny accent. It's a wonder the word ‘litigation’ 
didn't come up during development. 

The plot revolves around a dangerous 
artefact called the Eye Of Isis (G-virus) which is 
unleashed on the unsuspecting public (Raccoon 
City), turning everyone into zombies. Two heroes 
Darien Dane (Leon Kennedy) and Victoria Sutton 
(Claire Redfield) must then try to bring it under 
control and recover the Eye before any more 
damage is done. Sound familiar? 


THE 
2» BRIEF 


STOP A cursed 
Egyptian artefact 


turning Victorian 
London into a 
rabble of cockney 
zombies. 
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The four levels are vast, sprawling areas 
that, for a lack of carefully thought-out design, 
are labyrinthine at times. The museum at the 
beginning of the game is so lacking in detail you 
may well find yourself backtracking and taking 
shortcuts to nowhere. It can be excruciating, 
especially when the map neither hints at nor 
illustrates any landmarks. Still, learn to traverse 
the hurdles and the straights can be fun. 

The superb music adds a palpable tension, 
and there are some genuine shocks (look out for 
the iron maiden with the unpredictable hinges). 
The voice acting is good, and the lighting is 
great, but there is something markedly soulless 
about the game. There's no real sense of dread 
or panic evoked while playing, the crux of what 
makes a good survival horror game. The pacing 
is also too slow, and tends to fizzle rather than 
spark. Even the first guardian you encounter is a 
bit weak. A Tyrant or Nemesis is far more 
intimidating than a stuffed bear, believe us. 

Despite this, Curse gives its all, and has 
been made with passion if not originality. If 
you're hankering after Resi for Xbox, then this 
might be an acceptable alternative if you can 
forgive the blatancy with which it rips off 
Capcom's franchise. Peter Cushing would 
only fidget in his grave, not do a full 180°. 


^* Green mist is bad. Avoid green mist. 
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D BONUS 
INFO 
TURN THE HEAT UP 
The weaponry is old 
fashioned, but you can 
raid the museum's 
Machines Of The Future 
exhibit to nab yourself a 
handy flame thrower. 


^* Burning gets rid of undead pests. 


A 


^ Flame-grilled mummy is on the menu. 


^ All together now: "He's behind you!" 


^* The curse even brings mummies to life. 


XeoO»x 


POWER 

Nice lighting, great sound, and 
some genuinely creepy shadowing 
use the Xbox magic wonderfully. 


EE 

Old houses, walking dead, and 
ancient curses almost carry it off, 
but Capcom was there first. 


IMMERSION 

The story has enough weight to 
carry the burden of comparison, 
so you'll be sucked in. 
BSFZESCSESETINI 

A week, tops. Once you find your 
way around then there should be 
no stopping you. 
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GOOD POINTS 
+ IMMERSIVE STORYLINE 
* NICE USE OF LIGHT 
AND SOUND 
* THE ONLY REAL RESI- 
STYLE GAME FOR XBOX 


BAD POINTS 


- IT'S A RIP-OFF 
- CAN BE TOO SLOW 
- NOT SCARY ENOUGH 


SUMMARY 

Fun, in a camp, old-fashioned 
way, but not sophisticated or 
clever enough to even touch 
the Resident Evil franchise. 
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PREVIOUSLY: Incoming - Issue 15 
COMING SOON: Hints and cheats 


^* Spikes are bad. Remember, cats only get nine lives. 


Eight out of ten Xbox owners said no thank you 


THE CAT IN THE HAT 


WORDS: BEN LAWRENCE 


DEVELOPER: MAGENTA SOFTWARE 
PUBLISHER: VIVENDI UNIVERSAL 

RELEASE DATE: OUT NOW 

PLAYERS: 1 

WEBSITE: WWW.CATINTHEHATGAMES.COM 


THE YOUR EYES WILL sting 
BRIEF after playing this game. 


CHASE Alec 


Your brain will throb, 
and your focus will be 
smacked about too. It's 
an old-school platformer 
dipped in a hallucinogen 
and feels at every turn as 
though men in white 
coats are out hunting it 
with butterfly nets. 

Based on the Mike Myers flick of the same 
name (which bombed on release in the US, 
incidentally), you play Cat, the mischievous 
feline who gatecrashes a home on a rainy day in 
suburbia and brings bedlam with him. Nosy 
neighbour Alec Baldwin wants to put an end to 
the ‘fun’ and tries to steal the Cat's magic. A 
chase ensues, through various areas of the 
house, as Cat tries to track down Alec Baldwin 
and get his magic back. The boiler room is the 
fire level, the fridge is the ice level, the stereo is 
the musical level, and so on. It's like James 
Pond meets Pandemonium, two very old but 
quite well-respected titles for their time. 

Some thought has been put into Cat In The 
Hat - it isn’t just a straight film licence and cash- 
in, which, on first impressions, is what it looks 
like. With the use of your umbrella you trap 


Baldwin around 
a house dressed 
in a frightening 
cat suit and crazy 
stripey hat. 


enemies in bubbles, feed the bubbles into 
machines and convert them into super-bubbles 
capable of smashing metal barricades. It takes a 
bit of thinking to convert bubbles into super- 
bubbles, and involves a lot of pre-planning, 
backtracking, and thinking two steps ahead of 
yourself all the time. Some machines are 
blocked while others are out of reach, and it's 
up to you to traverse certain areas in order to 
unlock vital parts of a level. 

Despite the inventive level design, the game 
is unintentionally sinister. Both Mike Myers and 
Alec Baldwin have been face-mapped, and look 
disjointed and broken when they walk. Baldwin 
scuttles about, his head lolling in every direction 
with a fixed expression plastered across his face. 
It's terrifying. You might just as well throw in the 
child-catcher and be done with it. 

Level design isn't the only old-school thing 
about Cat In The Hat, either. Graphically this 
game is utterly last gen, an old moggy with no 
place on the Xbox. The controls are laboured, 
and let's face it, it's still a side-scrolling 
platformer. Some thought has been applied to 
the gaming process, but at its roots this 
game is so yesterday we're surprised it 
doesn't come on a cassette. 


ww 1 


4 Looks like a stereo but it wants you dead! 


DIC 


ANOTHER THING 
Look out for Thing 1 
and Thing 2, the twins 
who hold keys to secret 
levels. Just throw a 
bubble their way and 
you'll be granted one of 
their keys. 


^. If this happens to you, just dial 000. 
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İt may be colourful, but it will do your head in. 


^^ This beast can be found inside the fridge. 


AL THE NEFRDICT 


xBox 


POWER 


The Xbox isn't even stretched, 
although the game makes the 
most of its colour palette. 


GOOD POINTS 


+ VERY COLOURFUL 
+ FAITHFUL TO THE FILM 


= p= = 


It's madness. Captures Dr Seuss 
in all his lunacy. And it will hurt 


your eyes. 


+ MILDLY INVENTIVE 


BAD POINTS 


- ODDLY DISTURBING 


IMMERSION 


Don't spend too long with it or 
you'll end up seeing spirals 


everywhere you look. 


- IT MIGHT INDUCE A 
HEADACHE 

- ALEC BALDWIN LOOKS 
LIKE A FREAK 


511577 


LIFESPAN 


Short. You could zoom from A to B 
in a day without any problem. And 


that's it. 


= SUMMARY 

A bizarre, creepy, old-skool 
platformer. Buy this and you 
have serious therapy issues 
that need addressing. 


OFFICIAL XBOX MAGAZINE SCORE 


PREVIOUSLY: Incoming- Issue 25 
COMING SOON: Hints and cheats 


ELI BELLY: DESPITE THE DELICIOUS-SOUNDING NAME, IF YOU SEE GREEN EGGS AND HAM IN REAL LIFE, STEER WELL CLEAR. 
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^ The real-time matches and Highlights section benefit from an ace camera. Zoom in to see Shearer let fly... 
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Turn the air blue, without the touchline ban 


LMA MANAGER 200s 


WORDS: ANDY IRVING 


DEVELOPER: CODEMASTERS 
PUBLISHER: CODEMASTERS 

RELEASE DATE: OUT NOW 

PLAYERS: 1-2 

WEBSITE: WWW.CODEMASTERS.CO.UK/ 
MANAGERS2004 


WE DON'T envy the life 
of a soccer manager. 
Sure, if your team plays 
well then it's plaudits all 
round, but the minute 
your bunch of overpaid 
prima donnas start 
under-performing you'll 
be down at Centrelink 
faster than an Australian 
Idol reject. 

Many people may be put off management 
sims because of the huge number of daunting 
menus involved, but thankfully LMA cuts right 
through these like a Premiership striker would a 
flabby Sunday league defence, stripping down 
the number of menus and tables to a required 
minimum. For all the Arsene Wenger pedants 
out there, LMA 04 does provide the option to go 
into considerable depth in all the usual areas, 
such as fine-tuning your squad's training, buying 
and selling players, scouting opponents, 
grooming youth players and developing your 
humble ground through careful financial 
planning into an international super-stadium. 
However, the more laid-back Terry Venables 
among you may prefer a more direct route 
through the game, and this is where LMA 2004 


THE 
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LEAD YOUR 
dream team 


to European 
glory in this 
voice-enabled 
footy sim. 
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comes into its element. The great quick start 
option allows you to pick a team from 778 clubs 
from 31 countries. But then again, at the end of 
the day, everyone just ends up picking their 
favourite club don’t they? 

Of course, you can still tweak any aspect of 
the club you like, but at any time during 
proceedings you can just set the CPU default 
settings (which are actually pretty sensible) and 
jump straight to the next match. Info on the club 
comes via email to your laptop, yet this can also 
be turned off to speed up proceedings. Before 
the match you can change formation and tactics 
of your squad, and then much like EA: Total 
Club Manager (lssue 24, 8.4), LMA 2004 allows 
players to watch an undetermined 3D match. 
The matchs outcome can be significantly 
affected by issuing commands via the Dugout 
Shouts, creating a refreshingly different action/ 
management hybrid. The handy pop-up menu 
allows commands like ‘Attack’, ‘Keep 
Possession’ and ‘Press’ to be issued via the 
triggers and White and Black buttons, and these 
both genuinely have an influence on your team's 
performance, making for an involving 
managerial experience. 

You can't beat a bit of realism however, so 
dig out those throat sweets because you'll be 
hoarser than Frankie Dettori once you get on the 
Live Communicator. The same Dugout 
commands can be shouted into the headset for 
the ultimate touchline experience, and although 
you may feel stupid hollering "KEEEEP!" at the 
TV, a successful result causes immense 
satisfaction. Including all the most recent 
transfers, and further stats available via Xbox 
Live, LMA 2004 is easily the most accessible and 
intuitive management sim out there and 
should see you well into next season. 

Until LMA 2005, that is. 


MAGAZINE 


D BONUS 
INFO 

FANTASY LEAGUE 
LMA Manager 2004 
allows you to create a 
completely new team, 
allocating yourself 
custom insignia, colours 
and a stadium. 


Pre Ma! 
Team Tactics 


^ Fine-tune the squad’ s tactics. 


-— 


AX THE NERLİCT 
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POLUER 

Loads of menu screens don't tax 
the Xbox, but rendering 19,000 
different players certainly does. 


GOOD POINTS 


+ VERY ACCESSIBLE 

+ PLAY THROUGH AT A 
VARYING PACE 

+ VOICE COMMANDS 
ENHANCE GAMEPLAY 


gl EE 
Players in the 3D matches are 
suitably detailed, but the crowd 


effects are awful. BAD POINTS 


IMMERSION 

Easily negotiable menus, the 
majority of which can be ignored 
for a more immediate experience. 
D SUMMARY 

A great management sim. 
Intuitive and accessible, greatly 
improved by using voice 
commands. Back of the net! 


- BAD CROWD EFFECTS 
- ONLY 1-2 PLAYERS, AND 
NO LIVE PLAY 


EIRnESPEIN 
Tons of teams and downloadable 
transfers via Xbox Live give this 
legs well into the summer lull. 
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PREVIOUSLY: Incoming - Issue 23 
COMING SOON: Hints and cheats 


^* The better you do, the brighter and crazier the backgrounds, and the more moves the animated dancer makes. 
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Om 


“PERFECT 


Ah, ah, ah, ah, stayin’ alive, stayin’ alive 


DANCING STAGE 
UNLEASHED 


WORDS: BEN LAWRENCE 


DEVELOPER: KONAMI 

PUBLISHER: KONAMI 

RELEASE DATE: OUT NOW 

PLAYERS: 1-2 

WEBSITE: WWW.KONAMI-EUROPE.COM 


THEY SHOULD have 
released this straight after 
Christmas. With all that 
holiday food languishing 
in our bellies, this 
musical take on Twister 
would have done us 
good. We're all familiar 
with the Dance Dance 
Revolution games - 
they"ve been around for 14 
years after all - vvhich started off as something 
obscure vve could use to laugh at our lapanese 
cousins, but novv this comes along on Xbox and, 
we admit it, we're hooked. One word of advice, 
first: make sure you play this with a dance mat. 
It's a car without wheels otherwise. Make sure 
you get a good one too, otherwise you'll look 
like a Saturday Night Fever train crash as you 
thump your feet down on unresponsive pads. 

Okay, where do we start? If you like Hi-Nrg 
disco, you'll like it. If you like cheesy '90s techno 
pop, you'll like it. And if you enjoy the new wave 
punk of "70s Blondie, you'll love it. There are 40 
tracks to choose from (with more promised in 
the future via Xbox Live), some of which are 
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DANCE, dance, 


then dance some 
more to funky 
disco classics and 
weird Hi-Nrg 
trash tunes. 


indescribably bad and need alcohol to tackle, 
while others are more contemporary chart tunes 
such as Big Brothaz's Nu Flu, or, erm, Ebeneezer 
Goode or Wonderstuff's Size Of A Cow. Maybe 
not in the same league as Dance Dance 
Revolution, but fun nonetheless. And that's it. 
You take to the mat and dance until you drown 
in a pool of sweat. The better you keep in step, 
the higher your points tally and grade. 

It used to make little sense playing this on 
your own, for it is the ultimate two-player party 
game, something to whip out when too many 
Stellas have gone to your head and people have 
polished off the mini sausage rolls. But, despite 
its obvious party appeal, single-player still has 
enough to keep you entertained. Four single- 
player modes are included - the Training mode, 
pick-up-and-play Game mode, Challenge mode 
where the Xbox sets you a goal (perfect combos 
for example), plus Workout mode. Yes, if you're 
a tubby sod who's desperate to lose those love 
handles, you can enter the number of calories 
you wish to burn off and then set about dancing 
them away. Beats the Aerobics Oz Style morning 
workouts any day. And did you know, dancing to 
Blondie's Call Me for one minute burns more 
than eight and a half calories? Well, you do now. 

You can also select a track and, with the 
edit suite, design your own dance moves for it, 
then challenge a friend to boogie on down to 
your choice of footwork. This adds further appeal 
to something that could potentially find itself 
shoved under your bed after a week. But don't 
shove it under your bed, make sure it's out on 
show whenever people come over. Hell, throw a 
party if you must, because although it's a 
bit of an obscurity, it's a wonderful piece 
of kit to accompany the Xbox. 
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^* Play with friends - it's more embarrassing. 


D BONUS 
INFOQ 
CHEESY FEET 
Dancing mats 
recommend that you 
wear neither socks nor 
shoes while using them, 
so make sure you clip 
your nails and wash 
between your toes first! 


^* Perfect all round. That's how good we are. 


XX THE NERDICT 


XGO»x 


POWER 

Xbox will be your very own disco 
when this goes Live. Until then, it 
hardly uses any power at all. 


Good POINTS 


+ KEEPS YOU FIT 

+ GREAT PARTY PIECE 

+ AMAZING DANCE STEP 
EDITOR 


EE 

If you get it right you'll ooze style. 
If you dance like James C, forget it 
and go back to The Goodies. 


BAD POINTS 


- OBSCURE SONGS 

- NEEDS A DANCE MAT 
- CAN BE VERY 
EMBARRASSING 


IMMERSION 

If you can keep a straight face 
then you'll be a dancing queen, 
young and sweet, only 17. 
LIFESPAN 

Limited only by the number of 
mates you have, calories you want 
to burn, or floor space you own. 


SUMMARY 


A gimmick that everybody 
should own. When better 
songs are available on Xbox 
Live, it'll become a must-have. 


OFFICIAL XBOX MAGAZINE S 


PREVIOUSLY: Incoming - Issue 22 
COMING SOON: A funky new slimline OXM team 


| » DANCING QUEENS: THE DANCE DANCE REVOLUTION CRAZE IN NORWAY IS SO HUGE IT IS SOON TO BE RECOGNISED AS A SPORT. 
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4 After divorcing Ken, there's nothing Barbie enjoys more than riding her lovely horse on the playset. 


Come on, Barbie. Let's go party! 


EFIREIE HORSE ADVENTURES: 
WIE zl ə — ə — ae 


VVORDS: BEN TALBOT 


DEVELOPER: BLITZ GAMES 
PUBLISHER: VIVENDI UNIVERSAL 
RELEASE DATE: OUT NOW 
PLAYERS: 1-2 

WEBSITE: WWW.BARBIE.COM 


BEFORE YOU turn the 
page in horror, consider 
two important facts. First, 
if you're not a girl under 
12, Barbie Horse 
Adventures isn't for you. 
Secondly, if you are, this 
is a really decent attempt 
at a riding game. 

What starts out as a 
holiday for Christie, Teresa 
and Barbie (who, for a change, aren't sold 
separately), turns into a rescue mission after a 
giant storm. The foals have fled from Silver 
Valley Stables and our anorexic heroine must 
travel through nine levels to rescue them. Some 
foals are trapped by simple puzzles, solved by 
finding a quest item, while others are just 
moping around in fields. 

Barbie walks grindingly slowly, probably a 
result of her skinny legs. Thankfully, every horse 
rescued becomes a friend that you can ride or 
lead around by the rein. The only proviso is that 
you care for your four-legged buddy by washing, 
stroking and feeding him. Fail to do so and your 
friendship meter will drop and you'll have to 
replay the current level. It's impossible to ‘die’, 
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RIDE A horse and 
rescue foals over 


nine beautiful 
levels. Numerous 
two-player mini- 
games included. 
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but your friendship will also deplete if you're hit 
by rolling logs or attacked by a wild animal. 

Amazingly, this is where Barbie struts her 
stuff as a Sam Fisher wannabe. It's possible to 
throw apples to distract enemies, letting you slip 
stealthily by. There's nothing too challenging 
here. In fact, the only difficult thing is making 
your horse turn responsively. It's quite fiddly, 
especially when you want to line him up for 
jumping over logs. 

Mini-games set against the clock are fairly 
challenging, and more importantly help to break 
up somewhat overlong bouts of exploration and 
collecting items. The best one involves chasing 
a wild horse. You have to stay close for about 
ten seconds while Barbie readies the lasso. 
Pleasingly, all the mini games can be accessed 
from the start menu and played split-screen 
against a friend. 

As mentioned, exploration makes up the 
meat and potatoes (or broccoli and potatoes if 
you're a veggie like Babs). There are 200 coins 
to find in every level which is a few too many 
unless you're determined to buy all of Barbie's 
outfits. It's just like real life! 

You can also clothe and customise the 
horses, down to the finest detail. There's a lot to 
do just in the stable area, not to mention that 
each of the nine levels takes about 90 minutes 
to fully complete. 

Aside from longevity, the standard of 
graphics and presentation is very good. The 
textures are a little rough and invisible walls 
become tiresome at times, but that's hardly 
going to bother Barbie's target audience. The 
fact is that anyone young enough to 
appreciate the plastic princess will eat 
this up like sugar lumps. 
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A Use stealth tacti 


SOS vr 


ics to evade bear cubs. 


4 Frozen horseplay in the arctic tundra. 
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yə BONUS 


INFO 


SUD'S LAW 
An odd moment is the 
horse-washing mini- 
game. You must soap 
your animal all over 
before the time expires. 
This has to be a first. 


^ Feeling a little horse? Customise him. 


X THE NERDICT 


XBox 


POWER 

Barbie looks the part with all her 
impossible proportions. Settings 
are pretty with lots of detail. 


GOOD POINTS 


+ VERY UNIQUE 

+ NOT TOO DIFFICULT 
+ PRETTY GRAPHICS 

+ TWO-PLAYER GAMES 


ST See 

The sickly-sweet voiceover and 
soundtrack work well. Plenty of 
realistic horse noises! Neigh! 


BAD POINTS 


- HORSE MOVEMENT 
IMMERSION UNRESPONSIVE AT 
Exploring huge levels is fun at first TIMES 
but becomes samey. Mini-games - TOO CUTESY 
and new costumes help. 

dE ae oe SUMMARY 
dali nn. 

Can be finished in about ten hours, 

or 15-20 hours if you vvant to find 

every last coin and costume item. 


Good clean fun for children. It's 
also Xbox's only horseriding 
title (besides Dynasty Warriors 
4) so equestrians can rejoice. 
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PREVIOUSLY: Only just galloped into view 


COMING SOON: Err... not likely 
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DETECTION MODE 


^* Shoot barrels to blow up nearby enemies. 


SHIELD POWER 


^* Thank OCP for ED209. Without him the game would suck even more than it does. 


Come quietly or there will be... trouble 


ROBOCOP 


WORDS: BEN LAWRENCE 


DEVELOPER: MIRAGE INTERACTIVE 
PUBLISHER: AVALON 

RELEASE DATE: OUT NOW 

PLAYERS: 1 

WEBSITE: WWW.ROBOCOP-GAME.COM 


THE MOMENT Clarence 
Boddicker put the final 
bullet through Officer 
Murphy's noggin he 
created a monster and 
Robocop was born. Then 
almost as soon as the 
baby food-guzzling 
titanium Frankenstein 
got his revenge and 
rediscovered his humanity, 
he died again. Okay, he fought a robot called 
Cain in the sequel, but by the third film he was 
befriending orphans. Robo was rusty. It was time 
for him to be recycled into licence plates and to 
leave us alone with our memories. But no. The 
TV series comes along and insults us, then we 
get this, a first-person shooter so lacking you'd 
be hard pushed to ‘buy that for a dollar’, let 
alone the full asking price. 

Robocop is back on the beat shooting 
people, upholding the law, shooting people, 
serving the public trust, shooting people, 
protecting the innocent, thén shooting the 
innocent. Yet, despite the constant spray of 
ammo that leaves your gun, when held up 
against almost every other FPS on the Xbox, 
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ROBOCOP is 
back on the 
streets and 
tracking down a 
gang embroiled 
with OCP. 


Robocop is an exercise in repetition and 
frustration. There are no save points during play, 
even when you reach certain checkpoints. If you 
play an entire level only to get killed right at the 
end, you go straight back to the beginning, 
bypassing the checkpoints, and are forced to 
play the whole thing again. It's extremely 
infuriating. Thankfully the enemy animation is 
on a loop which, weirdly, is something of a 
blessing. It means you can second guess where 
everyone is, so you simply learn where the bad 
guys will be, and at what time, allowing you to 
claw through a level. These are hardly the 
hallmarks of a classic game. 

Weapons are limited, with only half a dozen 
attachments for your arm, and your most 
powerful weapon, the grenade launcher, is 
about as effective as throwing pebbles at a 
rhino. You will die frequently, and easily, 
something a titanium-covered superhero 
shouldn't really grow accustomed to. Some nice 
touches have been added, such as your vision 
fuzzing with static when you are close to copping 
it, but these are aesthetics alone, and don't 
improve the gameplay. 

Old Robocop enemies have also been 
thrown in for effect, with ED209 back for a 
pummelling, but the inclusion of weird 
Metropolis-inspired Maria robots and laser guns 
feels out of place, as does an incessant hydraulic 
hiss that follows you everywhere. Sure, you're a 
robot, but having a buzzing in your ear with the 
slightest of actions quickly gets grating. In fact, 
the whole game quickly becomes grating and 
you end up wondering just how Robocop was 
ever commissioned by OCP in the first place. It 
makes you wish ED209 hadn't gone 
berserk - we might be enjoying a far 
more interesting franchise by now. 


BONUS 
2» INFO 


DROP IT, PUNK 
Robocop can see 
through walls using his 
heat sensors but, unlike 
in the movies, he can't 
charge through walls to 
apprehend his suspects. 


POWER 

Being a cross-platform game it's 
hardly going to be hailed as ‘the 
next Halo’. 


ST See 

Has some genuinely nice touches 
that makes it feel slightly 
Robocop, but little else besides. 


IMMERSION 

You will find yourself replaying 

levels so often that there is very 

little chance you'll get sucked in. 
LIFESPAN 
Will last you a few days if you've 
enough determination and 
patience to see the levels through. 


OFFICIAL XBOX MAGAZINE SCORE 


PREVIOUSLY: Incoming - Issue 12 
COMING SOON: Hints - Issue 28 


4 GOOD POINTS 


* ACTUALLY, IT DOESN'T 


LOOK TOO BAD 

* ED209 IS IN IT 

* YOU GET TO SHOOT 
THINGS! 


BAD POINTS 


E - NO SAVE POINTS 


A - TOO FEW WEAPONS 


- REPETITIVE GAMEPLAY 
SUMMARY 
Sad game based on a franchise 
that has long since passed its 
use-by date. Some nice touches 


can't lift it much above middling. 


A RO-B.0.-COP: PETER WELLER GOT SO HOT IN THE ROBOCOP OUTFIT THEY INSTALLED AN IN-BUILT AIR CONDITIONER TO THE INSIDE SO HE WOULDN'T SWEAT. 
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^ The dark isn't the best place to be alone, especially when undead maniacs are eager to jump out and eat your head. 


They did the monster mash, it was an Xbox smash 


THE HAUNTED MANSION 


WORDS: JAMES LEDLEY 


DEVELOPER: HIGH VOLTAGE SOFTWARE 
PUBLISHER: TAKE-TWO 

RELEASE DATE: OUT NOW 

PLAYERS: 1 

WEBSITE: 
WWW.HAUNTEDMANSIONGAME.COM 


BUILT IN 1962, 
Disneyland's Haunted 
Mansion is just one of the 
many icons of the world- 
famous theme park. The 
19th century Louisiana 
mansion forms the basis 
for The Haunted 
Mansion, a new game 
from TDK Mediactive. 
Down on his luck and 
in need of a job, Zeke Holloway responded to an 
ad for an assistant caretaker. Unnerved by the 
large cast-iron gates, Zeke approached the 
mansion to speak to the owner. Just as he 
moved to lift the metal door knock, the mansion 
door swung open, beckoning him inside. 
Madame Leona and the inhabitants of the 
house had been expecting Zeke. Once a home to 
friendly ghosts, the mansion has been overrun 
by the evil Atticus Thorne, who imprisoned the 
friendly ghosts and turned them into evil spirits. 
Trapped inside the spooky mansion, Zeke 
must help Madame Leona if he is to escape 
alive. Equipped with a lantern, Zeke is charged 
with releasing the mansion's resident 999 
captured souls, before he gets scared to death. 
Players will quickly come to grips with 


Take control of 
Zeke in The 


Haunted 
Mansion and 
release all 999 
trapped souls. 
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controlling Zeke, thanks to the responsive 
controls, good camera angles and simple control 
setup. You progress through the mansion, room 
by room. Most of the gameplay involves solving 
simple environmental puzzles that involve 
looking for clues in your current location. Your 
goal in each room is to turn on the lights and 
then go searching for the trapped souls. As you 
collect souls, you'll be able to pass through 
doors that have been locked by Atticus Thorne. 
The haunted mansion theme is used to good 
effect with some good-natured scares, creative 
puzzle design and some old fashioned sleuthing. 
In true Disney style, the mansion follows an 
exaggerated cartoon look but still stays grounded 
in reality. Zeke and the cast of ghouls look great, 
with smooth animations and expressive acting. 
So too is the lighting, shadow, and fog effects 
that create a moody, but not morbid ambiance. 
While the game features a very low level of 
violence, some images may disturb younger 
children, so parental discretion is advised. It may 
not be wholly original, but its medium paced 
adventuring gameplay and interactive 
cartoon presentation make The Haunted 
Mansion a great game for the family. 


^ A face-off. Threaten to pull its legs then run! 
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>> BONUS 


INFO 


CHILL RIDE 
The ride"s spooky barber 
shop quartet makes an 
appearance in the game, 
as do the statues that 
follow you with their 
eyes. No Mickey though. 


[] 


A Dark corridors hide some real nasties. 
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POWER 

Nice lighting, animation, and 
special effects, but low resolution 
textures seem out of place. PLAY 


+ CLEVER PUZZLES 


STSee 
Faithful to the Disney attraction. 
The cartoon presentation and will 
production quality impress. 
IMMERSION 
Easy to learn to play. Great 
adventure gaming with a mix of 
puzzle and action elements. 


ORIGINAL 


SUMMARY 
LIFESPAN 
Plenty of secrets to discover, but 
the game isn't overly long. Would 
make a great holiday rental. 


plenty of sleuthing, 


for kids and adults alike. 


* EASY TO LEARN TO 
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GOOD POINTS 


+ GREAT ANIMATION 
AND PRESENTATION 


BAD POINTS 
+ NOT PARTICULARLY 


+ NO LONG-TERM VALUE 


An enjoyable adventure with 


atmosphere, and accessibility 


PREVIOUSLY: It leapt out of the shadows at us 
COMING SOON: Hints - Issue 29 
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4 Form multiple chains to dump your bubbles on this nerdy Harry Potter wannabe. 


A puzzler to play till your brain goes pop. Seriously 


PUSA POP FENER 


WORDS: ANDY IRVING 


DEVELOPER: SEGA 

PUBLISHER: SEGA 

RELEASE DATE: OUT NOW 

PLAYERS: 1-4 

WEBSITE: WWW.SEGA-EUROPE.COM 


APART FROM a love for 
karaoke, gadgets and 
schoolgirls in miniskirts, 
our Japanese stereotype 
is incomplete without a 
penchant for wacky, 
Western world-baffling 
games that seem to take 
several incompatible 
genres and throw them 
into one manic melting pot. 

Puyo Pop Fever is one such game. So, does 
it bear all the hallmarks of a Japanese puzzle 
game, like retina-scorching graphics? Check. 
Manga-style characters? Check. Infuriatingly 
plinky-pop soundtrack? Check. Most importantly, 
furiously addictive gameplay? Double check. 

The customary derivative (and unnecessary) 
storyline involves our heroine Amitie as an 
apprentice sorceress trying to improve her 
magical skills, through the somewhat inexplicable 
method of playing Puyo Pop. A basic puzzle 
game at heart, PPF, like all great puzzlers, draws 
its inspiration from the simplest of premises. 

E-number-coloured blobs of jelly fall in ones, 
twos and threes down the screen and, much like 
the classic Columns, players must move/rotate 
the blobs so four or more matching colours are 
linked either horizontally or vertically, creating a 


CREATE chains 


from the falling 
jelly creatures to 
develop magical 
skills. Only in 
Japan, eh? 


chain. Because they have a viscous nature, the 
blobs act like a liquid, and will drop into all the 
vacant spaces, eliminating any Tetris-like gaps. 
By positioning colours so that once one chain is 
formed, the jellies above will fall to form another 
chain underneath, a ‘chain reaction’ is formed, 
and this is where the real key of the gameplay is. 
Large numbers of chain reactions will offset 
the amount of jellies cleared from your own 
screen and onto your opponent's. Taking the 
form of transparent bubbles, they confuse your 
foe and can't be incorporated into normal play, 
so must be cleared by forming chains above 
them. Once enough chains have been amassed, 
players enter the Fever stage. After the whirling, 
crazy disco screen has calmed down, Amitie is 
presented with several predetermined blob 
scenarios, and just one falling group of jellies to 
use per screen. Correct positioning will cause up 
to five chain reactions at once, depositing large 
amounts on your opponent. Make the most of 
the Fever stage and you can finish your 
adversary in a couple of goes, adding further 
incentive to amass chains throughout the game. 
This innovation really adds to the gameplay 
experience, and means there is considerably 
more depth than the normal ‘match the colours 
as quickly as possible to win’. A strategic 
element is introduced, and requires a good mix 
of forward planning, coupled with quick thinking 
because, naturally, the blobs fall faster and your 
opponents get a lot smarter in a well-measured 
difficulty curve as the game progresses. 
Single-player, admittedly, isn't much cop, as 
Amitie battles against a CPU opponent round 
after round. But as a multiplayer party game, 
this is top notch. Even the most sceptical puzzler 
purist will find something to love here, and 
although the lack of Xbox Live playability 
does it no favours, it’s still entertaining 
enough for a casual game or two. 
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INFO 
WHAT'S UP, DOC? 
PPF is a continuation 
of the franchise that 
was previously fronted 
by one of Sega's best- 
known baddies - Dr 
Robotnik from the 
Sonic series. 


What? There s more? 


^. Of this terrible dialogue? Hopefully not... 


ZX THE NERDICT 


POWER 

Not exactly taxing graphics, but 
during later levels there's no 
slowdown of the frantic pace. 


GOOD POINTS 


+ THOUGHT-PROVOKING 
GAMEPLAY 

+ VERY ADDICTIVE 

+ SATISFYING FEELING 
PULLING OFF LARGE 
MULTIPLE CHAINS 


ail 
Garish colours, risible dialogue 
between characters and lame 
storyline are unnecessary. 
———— BAD POINTS 
IMMERSION 
Like all good puzzlers, it's simple 
to get into, yet furiously, almost 
incomprehensively addictive. 


A - LAME STORYLINE 
WZ, | - APPALLING SOUND 
SUMMARY 
A fun and frantic puzzler, 
curiously addictive yet bizarrely 
themed, with an entertaining 
multiplayer mode. 


LIFESPAN 

The novelty of single-player mode 
will wear off quickly; multiplayer 
mode can be enjoyed indefinitely. 


OFFICIAL XBOX MAGAZINE SCORE 


PREVIOUSLY: Puyo Pop only popped onto our desks this month 
COMING SOON: Hints - Issue 28 


> ONCE YOU POP... FAVE FLAVOUR OF PRINGLES?: VANESSA, BEN L, PHIL, BEN T AND STEVE: SOUR CREAM & CHIVE, OWEN: SALT & VINEGAR, ANDY: BBQ, GAV: ALL OF "EM. 
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YELİTE 


THESE ARE THE BEST GAMES 


AVAILABLE FOR XBOX, SCORING 
A WHOPPING 8.5 OR MORE. 


AFLLIVE 2004 

ALIENS VS PREDATOR: EXTINCTION 
ALTER ECHO 

ANTZ EXTREME RACING 

ARMED AND DANGEROUS 

ARX FATALIS 

ATV: QUAD POWER RACING 2 
AZURIK: RISE OF PERATHIA 
BACKYARD WRESTLING 

BALDUR'S GATE: DARK ALLIANCE 
BARBARIAN 

BATTLE ENGINE AQUILA 

BATMAN: DARK TOMORROW 
BATMAN: RISE OF SIN TZU 
BATMAN: VENGEANCE 

BATTLESTAR GALACTICA 

BIG MUTHA TRUCKERS 
BLACKSTONE: MAGIC AND STEEL 
BLADE Il 

BLOOD OMEN 2 

BLOODRAYNE 

BLOODY ROAR EXTREME 

BROKEN SWORD: THE SLEEPING DRAGON 
BRUCE LEE: QUEST OF THE DRAGON 
BRUTE FORCE 

BUFFY THE VAMPIRE SLAYER 
CAPCOM VS SNK 2 EO 

CEL DAMAGE 

CELEBRITY DEATHMATCH 
CHAMPIONSHIP MANAGER: SEASON 02/03 
CHASE 

CIRCUS MAXIMUS 

CLUB FOOTBALL 

COLIN MCRAE RALLY 3 
COMMANDOS 2: MEN OF COURAGE 


WEN 


Reviewed Issue 21 
Reviewed Issue 21 
Reviewed Issue 21 
Reviewed Issue 07 
Reviewed Issue 23 
Reviewed Issue 23 
Reviewed Issue 13 
Reviewed Issue 03 
Reviewed Issue 23 
Reviewed Issue 08 
Reviewed Issue 07 
Reviewed Issue 11 
Reviewed Issue 17 
Reviewed Issue 24 
Reviewed Issue 02 
Reviewed Issue 24 
Reviewed Issue 11 
Reviewed Issue 11 
Reviewed Issue 08 
Reviewed Issue 02 
Reviewed Issue 15 
Reviewed Issue 24 
Reviewed Issue 23 
Reviewed Issue 08 
Reviewed Issue 15 
Reviewed Issue 04 
Reviewed Issue 13 
Reviewed Issue 02 
Reviewed Issue 24 
Reviewed Issue 11 
Reviewed Issue 08 
Reviewed Issue 05 
Reviewed Issue 22 
Reviewed Issue 09 
Reviewed Issue 05 


BUFFY THE VAMPIRE 


SLAYER 
REVIEWED: Issue 04 


TYPE: Fighting/Adventure 


“The perfect tie-in to the cult 


television series” 


SCORE: 8.9 


CONFLICT: DESERT STORM II 
COUNTER-STRIKE 

CRASH 

CRASH BANDICOOT: THE WRATH OF CORTEX 
CRASH NITRO KART 

CRAZY TAXI 3 

CRIMSON SEA 

DAKAR 2 

DARK ANGEL 

DARK SUMMIT 

DAVE MIRRA FREESTYLE BMX 2 
DAVID BECKHAM SOCCER 

DEADLY SKIES 

DEAD TO RIGHTS 

DEFENDER 

DIE HARD VENDETTA 

DINO CRISIS 3 

DISNEY'S EXTREME SKATE ADVENTURE 
DR MUTO 

DUNGEONS & DRAGONS: HEROES 
DYNASTY WARRIORS 3 

DYNASTY WARRIORS 4 

EGGO MANIA 

ENCLAVE 

ENTER THE MATRIX 

ESPN NBA BASKETBALL 

ESPN NHL HOCKEY 

ESPN WINTER X GAMES SNOWBOARDING 2 
EVIL DEAD: FIST FULL OF BOOMSTICK 
F1 2002 

FI CAREER CHALLENGE 

FIFA 2003 

FILA WORLD TOUR TENNIS 

FINDING NEMO 

FORD RACING 2 


ELDER SCROLLS lll: 


MORROWIND 
REVIEWED: Issue 07 
TYPE: RPG 


Reviewed Issue 21 
Reviewed Issue 23 
Reviewed Issue 03 
Reviewed Issue 03 
Reviewed Issue 24 
Reviewed Issue 06 
Reviewed Issue 14 
Reviewed Issue 17 
Reviewed Issue 14 
Reviewed Issue 02 
Reviewed Issue 02 
Reviewed Issue 04 
Reviewed Issue 03 
Reviewed Issue 12 
Reviewed Issue 14 
Reviewed Issue 19 
Reviewed Issue 22 
Reviewed Issue 21 
Reviewed Issue 14 
Reviewed Issue 23 
Reviewed Issue 10 
Reviewed Issue 23 
Reviewed Issue 08 
Reviewed Issue 06 
Reviewed Issue 16 
Reviewed Issue 23 
Reviewed Issue 23 
Reviewed Issue 05 
Reviewed Issue 18 
Reviewed Issue 03 
Reviewed Issue 18 
Reviewed Issue 10 
Reviewed Issue 09 
Reviewed Issue 21 
Reviewed Issue 23 


“An adventure of incredible 


scope and depth” 


SCORE: 9.1 
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MAGAZINE 


COLIN MCRAE RALLY 04 

REVIEWED: Issue 21 

TYPE: Racing 

“Rallying at its prettiest, 

grandest and most absorbing. 

The best that money can buy” 
| SCORE: 9.1 


CRIMSON SKIES: HIGH 


ROAD TO REVENGE 
REVIEWED: Issue 22 
TYPE: Shooting 
"Light-hearted and high-flying, 
perfect for a dogfighting fix" 
SCORE: 8.9 


Type Sports "Worth a look for AFL fanatics, but everyone else should steer clear" 

Type Real-time Strategy "Virtually the only RTS available on Xbox, but it's not a very good one" 

Type Action/shooter A straightfoward shooter that would've benefited from better level design" 
Type Racing “Average, and too awkward for its target audience” 

Type Action/shooter “The funniest game in years. Polished and refined action” 

Type RPG “Disappointing on many levels. Has some moments, but it pays few rewards” 
Type Racing “This is a solid, entertaining game with some great mini-challenges” 

Type Action/adventure “A colourful but underwhelming fantasy adventure” 

Type Wrestling “A real step backwards in the world of wrestling. Deserves to be slammed” 
Type Action/RPG “Absorbing RPG with a healthy dose of hack 'n' slashing” 

Type Beat”em-up “A solid, playable arcade beat-'em-up with some nice ideas" 

Type Mech shoot-em-up “Good shooting and strategy mix. Arcade shooter with depth” 

Type Action/adventure “An awful game that warrants neither your time nor money” 

Type Beat-em-up “This superhero spin-off only picks up points because toddlers might like it” 
Type Action/adventure “Bat-lore heavy, but too easy, too samey and nothing new” 

Type Shooter "The licence is clumsily handled. Unforgiving mission objectives and unfair deaths" 
Type Driving “Original idea, but let down by poor handling and execution" 

Type Arcade RPG “A straightforward action RPG, but there are better ones on Xbox” 

Type Action “Violent, repetitive and enjoyable in bursts. Lots of vamps to kill” 

Type Action/adventure “Linear gameplay dampens the otherwise vamped-up action” 

Type Action/Adventure “A lot of cool vampire-related ideas that sadly don't come together" 

Type Beat-em-up “Does all the right things but fails to excel in any area” 

Type Adventure “A classic detective game that will stick with you after you ve finished” 

Type Beat-'em-up “Appallingly shoddy game that's an insult to the great man” 

Type Action/shooter “A fun tactical squad-based shooter. Looks amazing and it’s easy to get into” 
Type Beat”em up “A great tie-in to the TV series. Fans would be proud” 

Type Beat”em-up “If it's 2D combat you're after, you're not going to do better than this" 

Type Racing “Dreamy looking, but hectic and frustrating gameplay” 

Type Beat"em-up “Fights can get very repetitive, and quickly become boring, and the graphics are particularly bland” 
Type Management sim "Doesn't break new ground, but will keep fans interested for ages” 

Type Action “Bare-bones stunt action that makes you want to scream Cu" 

Type Racing “Sub-standard, gimmick-driven racer lacking in almost every way” 

Type Soccer sim “Has all the makings of a highly promising franchise. Let's hope they make another” 
Type Racing “A highly realistic racer, but the visuals are a bit of a let down.” 

Type Strategy “Extremely tough but rewarding war game. Some control issues” 


BALDUR'S GATE: 
DARK ALLIANCE 
REVIEWED: Issue 08 
TYPE: Action RPG 
“Absorbing RPG with a healthy 
dose of hack 'n' slas A 

| SCORE: 8.5 


DEAD OR ALIVE 3 

| REVIEWED: Issue 01 

| TYPE: Beat-'em-up 
“Accessible, slick and as 
satisfying as any beat-em-up. 
This is a visual benchmark” 
SCORE: 8.5 


Type Squad-based shooter 
Type Shoot-'em up 


“A huge improvement on the original, and top fun to play, too” 
“a decent shooter, but lacks decent multiplayer options” 


Type Driving “Instant, lo-fi, demolition derby fun for the few hours that it lasts” 

Type Platform “One of the best cartoony worlds, but has no new tricks” 

Type Racing “Quite a fun multiplayer party game, but the single-player mode leaves a lot to be desired” 
Type Arcade driving “Lots of fun with great mini-games but similar to previous versions” 
Type Action/shooter “Satisfies the strongest bloodlust while making sure it never gets boring” 
Type Racing “A very decent arcade-style racer with mixed terrain and vehicle types” 
Type Action “Repetitive gameplay. Dull, uninspiring levels. You won't play for long” 
Type Snowboarding “Half-hearted gameplay fleshed out with a storybook aspect” 

Type BMX “Pulling tricks is fun, but poor controls spoil the experience” 

Type Football “Outdated footy that should be left alone, even by fans of Becks” 

Type Flight sim “Not fast or exciting enough to fulfil that fighter pilot dream” 


Type Action/shooter 
Type Shoot-em-up 

Type First-person shooter 
Type Action/adventure 
Type Skateboarding 


“Some fun gunfights but too much dull, unarmed combat” 

"Prompts a bit of nostalgia, but it doesn't have that vital spark" 

“Ugly in presentation, execution and style, with no redeeming features” 
“Big skinless dinos can't hide the gaping conrol and camera problems" 
“The best kids" game on Xbox, and highly enjoyed by us adults, too!” 


Type Platform “An enjoyable platform game with quirky characters, but it's all been done before" 

Type Action/adventure “A decent action/adventure game with a fantasy setting that could've been a lot better” 

Type Action/adventure “Pure aggression and drama. Masses of characters and battlefields” 

Type Action/adventure “Average. Lacks all the new features you'd expect in a proper sequel” 

Type Puzzle “Decent two-player, brain-scratching fun” 

Type Action/adventure “Involving, but the catalogue of annoyances becomes annoying” 

Type Action "A clever tie-in to the film, with some excellent Bullet-Time action" 

Type Basketball “A definite grower in the long term, but you really need to love your basketball” 

Type Ice hockey “This is the best choice for enthusiasts to play, and it comes with Live support” 

Type Snowboarding “A decent boarding game but a bit clumsy to play. Lots of features” 

Type Action “A marathon of senseless, mindless violence. Not rewarding in the long term” 

Type Racing "Solid, with all a fan could want, but it's evolution, not revolution" 

Type Racing "Decent FI racer that delivers in the important areas but lacks bite everywhere else" 

Type Football “Accurate, playable and authentic, but the controls are flawed” 

Type Tennis “One of the worst tennis games we've ever played” 

Type Action “A conventional 3D platformer with the unique twist of being played underwater” 
“Aimed at casual gamers after cheap racing fun, but it's very predictable” 


HALO 


REVIEWED: Issue 01 

TYPE: FPS 

“Quite simply, a masterpiece 
İ and without question one of 
| the best games ever made” 
1 SCORE: 9.7 


TYPE: Sports/Simulation 
“Entertaining and original. A lot 
smarter than you'd think." 
SCORE: 8.6 


| PANZER DRAGOON 
REVIEWED: Issue 03 Y HE ORTA 


MADDEN NFL 2004 
REVIEWED: Issue 21 

TYPE: US Sports 

"A masterful simulation of 
American football. Playmaker is 


the real clincher this year" 
SCORE: 9.3 


REVIEWED: Issue 13 

TYPE: Shoot -'em-up 
"Cutting-edge looks and classic 
blasting. Gorgeous" 

SCORE: 9.0 


TYPE: Racing 

"Hotly contested bike racing 
combined with a perfect control 
method. A real winner" 
SCORE: 87 


FREAKY FLYERS Reviewed Issue 22 Type Racing "A wacky racer that delivers fun and firepower. Not a bad rental" 
FREEDOM FIGHTERS Reviewed Issue 20 Type Action/shooter “Think Brute Force in contemporary settings, only not quite as good” 
FREESTYLE METAL X Reviewed Issue 21 Type Extreme Sports "Huge maps; and surprisingly the best motocross game on Xbox" 
FUTURAMA Reviewed Issue 18 Type Action Shooter "As hilarious as the cartoon, but the action is a tad repetitive" 
FURIOUS KARTING Reviewed Issue 13 Type Racing "Quickly grows tiring thanks to wafer-thin gameplay and average looks" 
GAUNTLET DARK LEGACY Reviewed Issue 04 Type Arcade adventure "A fun-free game that's sluggish and frequently confusing to play" 
GENMA ONIMUSHA Reviewed Issue 02 Type Action/adventure “No-frills hack-’n'-slash that takes a while to crack. Fun, but flawed" 
GLADIATOR: SWORD OF VENGEANCE Reviewed Issue 23 Type Beat-em up "A generic hack-and-slash title that's let down by terrible camera flaws" 
GLADIUS Reviewed Issue 23 Type Strategy/RPG "A bold entry into the strategy-RPG genre. Has massive scope and rewarding depth" 
GODZILLA: DESTROY ALL MONSTERS Reviewed Issue 15 Type Beat-em up “A wrestling game with a Japanese sci-fi twist. Not bad when played with friends” 
GRABBED BY THE GHOULIES Reviewed Issue 23 Type Beatem up “Brilliant presentation, but horribly repetitive gameplay throughout” 
GRAVITY GAMES: STREET.VERT.DIRT Reviewed Issue 09 Type BMX “A horrible extreme sports game. Dire” 

GROUP S CHALLENGE Reviewed Issue 20 Type Racing “A decent stab at a realistic racing sim, but a few flies in the ointment” 
GUN VALKYRIE Reviewed Issue 02 Type Shoot-'em-up “Not for the faint-hearted, this has intense, skilful action all the way" 
HARRY POTTER AND THE CHAMBER OF SECRETS Reviewed Issue 10 Type Action/adventure "A good looking, highly playable and authentic slice of Potter Pie" 
HARRY POTTER: QUIDDITCH WORLD CUP Reviewed Issue 24 Type Sports "Harry and co earn credibility with an exciting alternative sports game" 
HITMAN 2: SILENT ASSASSIN Reviewed Issue 08 Type Action "Great stealth game that rewards patience and planning" 

HUNTER: THE RECKONING Reviewed Issue 05 Type Action/adventure "A repetitive rumble. Good, unclean fun but multiplayer is messy" 
HUNTER: THE RECKONING REDEEMER Reviewed Issue 24 Type Action/adventure "Worth a look for its multiplayer mode alone" 

INDIANA JONES AND THE EMPEROR'S TOMB Reviewed Issue 13 Type Action/adventure "Captures the movies brilliantly, but plays too much like Buffy". 
INDYCAR SERIES Reviewed Issue 18 Type Racing "A technically brilliant true simulation of the IndyCar series" 

Iss 2 Reviewed Issue 03 Type Football “Fans should treat this bitterly disappointing sequel with caution” 
JAMES BOND 007: NIGHTFIRE Reviewed Issue 11 Type Action/shooter “Looks great. Entertaining but nothing particularly groundbreaking” 
JUDGE DREDD: DREDD VERSUS DEATH Reviewed Issue 22 Type FPS “The cheesy, hardcore action and wry edge will appeal to Dredd fans” 
JURASSIC PARK: OPERATION GENESIS Reviewed Issue 15 Type World-builder “Want to be master of your own universe? You'll waste serious time” 
KELLY SLATER"S PRO SURFER Reviewed Issue 09 Type Surfing “Cool ideas mixed with aquabatics and satisfying play. Original fun” 
KNOCKOUT KINGS 2002 Reviewed Issue 03 Type Boxing “An excellently presented but scrappy punch”em-up” 

KUNG FU CHAOS Reviewed Issue 14 Type Party “An excellently presented punch-'em-up with loads of variety" 

LEGACY OF KAIN: DEFIANCE Reviewed Issue 23 Type Adventure “Great gothic fighting action with a twist. Fans of the series will love it" 
LEGENDS OF WRESTLING Reviewed Issue 05 Type Wrestling “Nostalgic appeal for wrestling fans. Causes chuckles in multiplayer” 
LEGENDS OF WRESTLING II Reviewed Issue 10 Type Wrestling “Lots of modes and characters. A must-have for fans" 

LINKS 2004 Reviewed Issue 24 Type Golf “Golf has never looked so good or played so intuitively” 

LMA MANAGER 2003 Reviewed Issue 10 Type Management sim “Be the gaffer without being blinded by science and statistics” 

LOONS: THE FIGHT FOR FAME Reviewed Issue 08 Type Cartoon action “Short-lived fun, but all done in real Looney Tunes style” 

LOTUS CHALLENGE Reviewed Issue 11 Type Driving “Umpteen modes, stunts, and challenges, but cars look dreary” 


PROJECT GOTHAM STAR WARS: KNIGHTS 
RACING 2 svi OF THE OLD REPUBLIC 
REVIEWED: Issue 22 i REVIEWED: Issue 20 

TYPE: Driving k : ‘| TYPE: RPG ` 

“The most complete and best- h "Best RPG on Xbox to date; a 
looking street racer around." must for Star Wars fans" 
SCORE: 9.3 SCORE: 9.5 


| SOUL CALIBUR II 
İ REVIEWED: Issue 19 
: Ze TYPE: Fighting 


“Unquestionably the best 
weapons-based fighter made to 
date. A must-buy” 

SCORE: 9.4 


MACE GRIFFIN: BOUNTY HUNTER Reviewed Issue 19 Type Shooter "An unexpectedly high quality first-person shooter" 

MADDEN NFL 2003 Reviewed Issue 08 Type American football “A great new Madden game that's a very tight sim, but 2004 has newer features” 
MAGIC: THE GATHERING BATTLEGROUNDS Reviewed Issue 23 Type Strategy “Faithful to the card game, but not entirely interesting strategy” 

MARVEL VS. CAPCOM 2 Reviewed Issue 10 Type Beat em-up “Fun, but the limits of 2D combat are all too obvious” 

MAT HOFFMAN'S PRO BMX 2 Reviewed Issue 09 Type BMX “Average extreme sports game with dodgy controls” 

MAX PAYNE Reviewed Issue 02 Type Action “Stylish, repetitive and worthy of your time... Bullet Time is brilliant” 
MECHASSAULT Reviewed Issue 11 Type Mech shoot-em-up “Stands tall as one of the best online games available” 

MEDAL OF HONOR FRONTLINE Reviewed Issue 11 Type FPS “An average FPS that doesn't really impress on Xbox” 

MEDAL OF HONOR: RISING SUN Reviewed Issue 22 Type FPS “A disappointing sequel with very little improvement.” 

METAL DUNGEON Reviewed Issue 11 Type RPG/adventure “A terribly dull dungeon romp without any real story to follow” 


METAL GEAR SOLID 2: SUBSTANCE 


MICRO MACHINES Reviewed Issue 10 Type Driving “Sacrifices longevity for arcade action and short-term fun” 
MIDNIGHT CLUB Il Reviewed Issue 19 Type Driving “City-wide street racing - a meaner version of Midtown 3" 
MIDTOWN MADNESS 3 Reviewed Issue 17 Type Driving "Fun, but limited in scope. Mostly fun if you have Xbox Live" 
MINORITY REPORT Reviewed Issue 12 Type Action "Offers little more than an extremely repetitive fight fest" 

MISSION IMPOSSIBLE: OPERATION SURMA Reviewed Issue 23 Type Action/Adventure "Stealthy action has been done before, and done better, too" 
MONOPOLY PARTY Reviewed Issue 13 Type Party "A solid take on the game but it's not the most fun multiplayer out there" 
MOTO GP: ULTIMATE RACE TECHNOLOGY 2 Reviewed Issue 15 Type Racing sim "Fun, challenging, and a brilliant sim. Excellent on Xbox Live, too" 
MX2002 FEATURING RICKY CARMICHAEL Reviewed Issue 04 Type Motocross "A limp yet slightly enjoyable dirt biker with two-player mileage" 

MX SUPERFLY Reviewed Issue 13 Type Racing "Much better than MX2002 but far from being a classic biking game" 
MYST Ill Reviewed Issue 08 Type Adventure “Bonkers-but-beautiful series of increasingly difficult logic puzzles” 
NBA INSIDE DRIVE 2002 Reviewed Issue 03 Type Basketball “A decent, playable basketball game, but not brilliant by any means” 
NBA INSIDE DRIVE 2003 Reviewed Issue 11 Type Basketball “Good pace and novel passing system. Best b'ball game on Xbox" 
NBA INSIDE DRIVE 2004 Reviewed Issue 25 Type Basketball "Fans of the sport won't find better than this" 

NBA JAM Reviewed Issue 23 Type Basketball "Deserves to be played. Fans will love the new missions" 

NBA LIVE 2002 Reviewed Issue 02 Type Basketball "B-ball's end-to-end flow is somehow distilled into tedium" 

NBA LIVE 2003 Reviewed Issue 11 Type Basketball "Accessible and immediate, but not much fun. Too easy to score" 
NBA LIVE 2004 Reviewed Issue 23 Type Basketball "A bit too arcade-like, but still a rock solid sim" 

NBA STREET VOL.2 Reviewed Issue 15 Type Basketball "Grab some friends and get stuck in. Easy to play but harder to master" 
NEED FOR SPEED: HOT PURSUIT 2 Reviewed Issue 09 Type Racing "Good arcade racer that's a bit sluggish but offers solid driving fun" 
NEW LEGENDS Reviewed Issue 04 Type Action/adventure "A flawed game that quickly becomes repetitive and boring" 

NFL 2K3 Reviewed Issue 14 Type American football "An exceptional game of NFL with some subtle arcade touches" 

NFL FEVER 2003 Reviewed Issue 10 Type American football "A blast to play. All the thrills and none of the pain of NFL" 

NHL2K3 Reviewed Issue 14 Type Ice hockey "Great player Al. Realistic physics. As good as ice hockey sims get" 
NHL 2002 Reviewed Issue 02 Type Ice hockey "Excellent multiplayer game with joyful passing and shooting" 


Reviewed Issue 13 


Type Action/adventure 


“Lots to admire but constant cutscene interruptions can really grate” 


RETURN TO CASTLE 
WOLFENSTEIN 
REVIEWED: Issue 15 

TYPE: First-person shooter 
“Visceral, fast-paced multi- 
player action. A one of a kind” 
SCORE: 9.2 


MORTAL KOMBAT: 


DEADLY ALLIANCE REVIEWED: Issue 21 


d 
REVIEWED: Issue 12 j ; | TYPE: Sports 


m TYPE: Fighting 
"Fast, brutal, and very 
=| rewarding. It's MK at its finest.” 
SCORE: 8.8 


“The best tennis game you'll 

find anywhere, much less on 

Xbox. Perfect for Xbox Live.” 
| SCORE: 9.0 


A VANESSA WENT SKIING IN AUSTRIA LAST MONTH AND, TRUE TO FORM, SHE EVEN MANAGED TO FIND A ROCK CLUB IN A TINY VILLAGE HALF WAY UP THE MOUNTAIN. 
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24 REVIEWED: Issue 22 | REVIEWED: Issue 12 REVIEWED: Issue 22 
E TYPE: FPS | ; 7 1 TYPE: RPG TYPE: FPS 
x) “The best tactical shooter “Unique and requires patience, “The cel-shading looks great - 
money can buy - the headset is but it's a very highly detailed it's daring and different in 
way cool!” | adventure" many ways" 
SCORE: 9.3 ; 4 SCORE: 8.6 
NHL 2003 Reviewed Issue 08 Type Ice hockey “Fast and furious, this is the definitive ice hockey experience” 
NHL 2004 Reviewed Issue 21 Type Ice hockey “A smart and frantic sports sim. Hard to recommend if you have 2003, though” 
zz”? NHL HTTZ 20-02 Reviewed Issue 02 Type Ice hockey “Great-looking, polished and ultimately simple entertainment" 
A NHL HITZ 20-03 Reviewed Issue 09 Type Ice hockey “Big-laughs, high-adrenaline arcade ice hockey with depth” 
zz”) NHL LITZ PRO Reviewed Issue 23 Type Ice hockey “Outrageously good fun. One of the best hockey games around” 
zə NHL RIVALS 2004 Revievved İssue 25 Type İce hockey “A fast-paced frantic representation of a fast-paced frantic sport” 
NICKELODEON PARTY BLAST Reviewed Issue 13 Type Party “Ummm, do they get any worse than this?" 
NIGHTCASTER Reviewed Issue 03 Type Adventure/shooter “Idea is good, but the execution isn't. Wizard? Not by any stretch" 
NIGHTCASTER Il: EQUINOX Reviewed Issue 14 Type Adventure/shooter "Drab and messy from its box art to its core. Better than the original” 
OTOGI: MYTH OF DEMONS Reviewed Issue 21 Type Platform “A slick action title with a sprinkling of RPG. A genuine surprise” 
OUTLAW GOLF Reviewed Issue 11 Type Golf “Light-hearted, but only three courses. Humour quickly wears off” 
OUTLAW VOLLEYBALL Reviewed Issue 21 Type Volleyball “Puts the fun back into volleyball. Loads of character, great in multiplayer” 
PHANTOM CRASH Reviewed Issue 09 Type Action/shooter “The only Japanese mech-shooter of its kind available in Australia” 
PIRATES OF THE CARIBBEAN Reviewed Issue 21 Type RPG “A lush RPG adventure that's as thrilling as it is frustrating.” 
PRISONER OF WAR Reviewed Issue 06 Type Puzzle/adventure "Ambitious, intelligent strategy game marred by camera problems" 
PRO BEACH SOCCER Revievved İssue 16 Type Sports “A novel idea, but it's monotonous and the passing system is dire" 
PRO CAST SPORTS FISHING Reviewed Issue 19 Type Fishing "The fish are bloody impossible to catch. A disappointing sim” 
PRO TENNIS WTA TOUR Reviewed Issue 07 Type Tennis “Unresponsive controls. Unrealistic action. Chronic lack of options” 
PROJECT ZERO Reviewed Issue 15 Type Survival horror “A fresh take on survival horror. Extremely creepy and atmospheric” 
QUANTUM REDSHIFT Reviewed Issue 08 Type Future racing “Fast, hardcore racing fans will love it. Steep difficulty curve" 
TOM CLANCY'S m i VVAKEBOARDING : : i 
SPLINTER CELL ə ! UNLEASHED Hb LAE UNDERGROUND 
REVIEWED: Issue 10 y 3 REVIEWED: Issue 17 : - REVIEWED: Issue 22 
TYPE: Stealth adventure ə” | TYPE: Extreme sports 5 1 - TYPE: Skateboarding 
“Gritty, good-looking, exciting NOT | "The best extreme sports title 2 | "A welcome change from the 
1 and amazingly atmospheric" E since Tony Hawk!" - “İ norm, but no Live support” 
Swan SCORE RB 
RACING EVOLUZIONE Reviewed Issue 12 Type Racing “A brilliant concept with less-than-perfect execution, but a flashy racer no less" 
RALLY FUSION: RACE OF CHAMPIONS Reviewed Issue 10 Type Driving "A great racing game for people who aren't hardcore racing fans" 
RAYMAN 3 HOODLUM HAVOC Reviewed Issue 13 Type Platform “Not just for kids. This 3D adventure will appeal across the board” 
RED CARD Reviewed Issue 04 Type Football “Innovative cartoon footy, but a lack of decent CPU opponents” 
RED FACTION 2 Reviewed Issue 16 Type Shooter “Linear, no Live options, but otherwise great multiplayer options” 
REIGN OF FIRE Reviewed Issue 10 Type Action/shooter “Awkward controls and glitchy feel mean the potential is wasted” 
ROADKILL Reviewed Issue 24 Type Driving/shooting “A potentially very good title has gone to waste here” 
ROBIN HOOD: DEFENDER OF THE CROWN Reviewed Issue 23 Type Strategy “Solid strategy, basic action and an Errol Flynn retro fantasy rolled into one” 
ROBOTECH: BATTLECRY Reviewed Issue 09 Type Mech shooter “Stylish anime designs, flashes of excitement, but not much depth” 
ROCKY Reviewed Issue 09 Type Boxing “A brilliantly evocative boxing game, and a brilliant use of an old licence” 
ROLLERCOASTER TYCOON Reviewed Issue 14 Type Strategy “An innovative strategy title that'll eat up many precious hours” 
RUGBY LEAGUE Reviewed Issue 22 Type Sports “Not the prettiest game to look at, but it's perfect for fans of the sport” 
SEABLADE Reviewed Issue 17 Type Shoot-em-up “Interesting idea, but with terrible execution. Wait for Crimson Skies" 
SAVAGE SKIES Reviewed Issue 15 Type Action/shooter “A decent shooter, but the benchmark has been set higher by Panzer Dragoon Orta” 
SECRET WEAPONS OVER NORMANDY Reviewed Issue 23 Type Action/shooter “Highly recommended if you're after World War II aerial action" 
SEGA GT 2002 Reviewed Issue 09 Type Racing "Excellent physics and handling, but not enough modes to play in" 
SEGA SOCCER SLAM Reviewed Issue 09 Type Arcade football "Decent, frantic footy, best played with a friend. Ideal to rent" 
SERIOUS SAM Reviewed Issue 11 Type FPS “Hectic blasting with a smattering of laughs. Slick and distinctive” 
SHADOW OF MEMORIES Reviewed Issue 10 Type Puzzle/adventure “Drab, clumsy and low on enjoyment. A messy gimmick of a title" 


BEYOND GOOD AND EVIL DEUS EX: INVISIBLE MAX PAYNE 2: THE 


REVIEWED: Issue 25 WAR ; FALL OF MAX PAYNE 
TYPE:: Action/adventure d REVIEWED: Issue 25 : REVIEWED: Issue 24 
"Exceptional. It's unlikely you'll TYPE: FPS/RPG TYPE: Action 
have played anything so damned S5 “An awesome sci-fi adventure. “The definitive blockbuster 
cute or ever will again” . Essential ga e action game” 
SCORE 8.9 | SCORE 9.0 SCORE 9.2 

SHREK Reviewed Issue 02 Type Platform “A very plain and unrewarding kids’ game” 

SHREK SUPER PARTY Reviewed Issue 12 Type Party “No more sophisticated than a freebie Shockwave game” 

SILENT HILL 2: INNER FEARS Reviewed Issue 08 Type Adventure “A work of twisted genius. Make sure you keep the lights on when you play” 

SIMPSONS HIT & RUN Reviewed Issue 22 Type Driving “A Simpsons game that the fans can really be proud of” 

SOLDIER OF FORTUNE Il: DOUBLE HELIX Reviewed Issue 17 Type Shoote'em up "A very decent port of the PC's brutal hit. Just a little formulaic, though" 

SONIC HEROES Reviewed Issue 25 Type Platform/racing “A half-hearted journey into high-speed fantasy" 

SPEED KINGS Reviewed Issue 18 Type Racing "Incredibly good fun - think Burnout 2 on bikes" 

SPIDER-MAN THE MOVIE Reviewed Issue 03 Type Platform "Highly enjoyable use of a great licence. Crackles with smarts" 

SPLASHDOWN Reviewed Issue 07 Type Racing "A truly entertaining jet ski racer with lots of great courses" 

SPY HUNTER Reviewed Issue 03 Type Driving/shoot"em-up “Instantly enjoyable, totally superficial shoot-'em-up chase action" 

SSX TRICKY Reviewed Issue 05 Type Snowboarding "Fast and furious, but it needed souping up to become great" 

SSX3 Reviewed Issue 23 Type Snowboarding "This is one small step for snowboarding titles, not a giant leap" 

STAKE: FORTUNE FIGHTERS Reviewed Issue 19 Type Action "A very big mess of a game with very few redeeming features" 

STAR WARS JEDI KNIGHT: JEDI ACADEMY Reviewed Issue 24 Type Action/adventure "The only big change from Jedi Knight İl is Live compatibility" 

STAR WARS JEDI KNIGHT Ii: JEDI OUTCAST Reviewed Issue 09 Type Action/adventure “Better than SW: Obi-Wan, but it still doesn't pull up any trees" 

STAR WARS: JEDI STARFIGHTER Reviewed Issue 04 Type Shoot-em-up “A dose of enjoyable space combat needing more action to shine” 

STAR WARS: THE CLONE WARS Reviewed Issue 18 Type Action shooter “Explosive Star Wars action, and it's especially good in multiplayer” 

STARSKY AND HUTCH Reviewed Issue 19 Type Action/driving “Arcade racing mixed with a little shooting action, but it doesn't last long” 


AMPED 2 BURNOUT 2 Pu d NBA 2K3 
REVIEWED: Issue 22 s =» >| REVIEWED: Issue 16 REVIEWED: Issue 14 
TYPE: Sports i TYPE: Racing j M TYPE: Sports 


"Perfect fun for armchair əl E. "An incredible improvement "A solid basketball game with 
athletes and fans of e over the original. One of the | | all the fundamentals. Excellent 
snowboarding alike" s best on Xbox" | presentation, too. 

SCORE: 8.9 e SCORE: 9.0 
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LORD OF THE RINGS: 
RETURN OF THE KING 
REVIEWED: Issue 22 

TYPE: Action/adventure 
“Awesome hack-and-slash 


action, with two-player to boot” 
SCORE: 9.1 


REVIEWED: Issue 23 

TYPE: Action/shooter 
“Gorgeous, chunky graphics, 
engaging characters, stacks of 
variety - an essential shooter” 
SCORE: 9.0 


/ REVIEWED: Issue 14 
TYPE: American football 
“A great game but possibly too 
much of a challenge for total 
| novices.” 


= Fl SCORE: 9.2 


STATE OF EMERGENCY Reviewed Issue 16 Type Action “Pointless, mindless violence throughout. A rental at best” 

STREET HOOPS Reviewed Issue 09 Type Basketball "Unrewarding and uninvolving sports fest with little substance" 

SUPER BUBBLE POP Reviewed Issue 15 Type Puzzle “No addictive qualities, and full of bad techno cheese" 

SUPERMAN: THE MAN OF STEEL Reviewed Issue 10 Type Shoot-em-up "Boring levels, rubbish combat, and a dreadful control system" 

SWAT: GLOBAL STRIKE TEAM Reviewed Issue 24 Type FPS "An accomplished FPS, but tough competition weakens the impact and innovation" 
SX SUPERSTAR Reviewed Issue 19 Type Racing "An extremely formulaic supercross racing game. Will do the job as a rental" 

TAO FENG: FIST OF THE LOTUS Reviewed Issue 14 Type Fighting "Punishing and visually stunning, but lacking in grace and precision" 

TAZ: WANTED Reviewed Issue 07 Type Platform “Swish cartoon graphics, but confusing and frustrating gameplay” 

TD OVERDRIVE Reviewed Issue 04 Type Racing “Bad handling makes this depressing” 

TERMINATOR: DAWN OF FATE Reviewed Issue 10 Type Shoot-em-up “Hardly any strategy, hugely derivative, and very repetitive” 

TERMINATOR 3: RISE OF THE MACHINES Reviewed Issue 24 Type FPS “A stripped-down shooter that is accessible to everyone, but FPS purists may find it too easy” 
TENNIS MASTERS SERIES 2003 Reviewed Issue 10 Type Tennis “Another tedious tennis title with almost nothing to recommend” 

TEST DRIVE OFF-ROAD: WIDE OPEN Reviewed Issue 03 Type Driving “The lack of vehicle/ground interaction will drive you nuts” 

TETRIS WORLDS Reviewed Issue 09 Type Puzzle “Dilutes the impact of the original. Okay, but there's nothing new" 

THE GREAT ESCAPE Reviewed Issue 20 Type Action/adventure “A formulaic WWII adventure, and a belated Hollywood licence” 

THE HOBBIT Reviewed Issue 23 Type Action/adventure “A delightful platformer that's got it in all the right places” 

THE HOUSE OF THE DEAD 3 Reviewed Issue 14 Type Light Gun “Way too short to warrant a purchase, but it's great while it lasts" 

THE HULK Reviewed Issue 16 Type Fighting/adventure “A fun weekend bash with, strangely, a lot of slow-down" 

THE ITALIAN JOB: LA HEIST Reviewed Issue 21 Type Action/driving “Stalls from the start and never really gets any better. Bland and very blah" 

THE LOTR: THE FELLOWSHIP OF THE RING Reviewed Issue 09 Type Action/adventure “A half-decent and smart-looking stab at the Rings world” 


TIME SPLITTERS 2 
REVIEWED: Issue 09 

TYPE: First-person shooter 

“A very complete first-person 
shooting package, loaded with 
extra features” 


GHOST RECO 
ISLAND THUNDER 
REVIEWED: Issue 21 


SWEEPER 
REVIEWED: Issue 08 
TYPE: Platform 
| "Great visuals, cute designs, 
=) loads of lateral thinking” 


TYPE: Shoot-em up 
İ “Deserves to be played. Fans 
will love the new missions” 


SCORE: 8.5 


SCORE: 9.3 


THE LOTR: THE TWO TOWERS Reviewed Issue 13 Type Action/adventure "Great. Captures the spirit of Tolkien's world. Lots of extras for fans” 

THE SIMS Reviewed Issue 15 Type Lifestyle sim “No visceral action but it's satisfying controlling little people's destinies” 

THE SIMS BUSTIN’ OUT Reviewed Issue 24 Type Lifestyle sim “Good gameplay value and replayability give the series a new lease of life” 

THE THING Reviewed Issue 08 Type Action/adventure “A good blend of action, adventure and atmosphere. Not entirely consistent, though” 
TIGER WOODS PGA TOUR 2003 Reviewed Issue 11 Type Golf “Lots of modes, holes and golfers, plus slick swinging gameplay to boot” 

TIGER WOODS PGA TOUR 2004 Reviewed Issue 21 Type Golf Not so much a sequel as a full-priced update. Think twice if you own 2003" 
TOEJAM & EARL III: MISSION TO EARTH Reviewed Issue 12 Type Platformer “Avert your eyes! They've destroyed a classic!” 

TOM CLANCY'S GHOST RECON Reviewed Issue 09 Type Shoot" em up "Confident and addictive. The strategy/action benchmark" 

TONY HAWK'S PRO SKATER 4 Reviewed Issue 09 Type Skateboarding "A lot of subtle improvements, but essentially the same good formula" 

TOTAL CLUB MANAGER 2004 Reviewed Issue 24 Type Management sim "An impressive and accessible management sim that can be played in conjunction with FIFA 2004" 
TOTAL IMMERSION RACING Reviewed Issue 11 Type Racing “Some novel ideas for driver Al, but it's more like ‘totally rubbish racing" 

TOXIC GRIND Reviewed Issue 10 Type BMX “A few imaginative tracks can't disguise the lack of flair or polish" 

TRANSWORLD SNOWBOARDING Reviewed Issue 10 Type Snowboarding "A looker, but boredom sets in once the views have been admired" 

TRANSWORLD SURF Reviewed Issue 02 Type Surfing "Some really great water effects but not enough variation" 

TRUE CRIME: STREETS OF LA Reviewed Issue 23 Type Action/adventure "Just like GTA, but with more fighting moves and weapon options." 

TUROK EVOLUTION Reviewed Issue 07 Type Action/shooter "Disappointing sequel. Feels older than the dinosaurs it features" 

TY THE TASMANIAN TIGER Reviewed Issue 09 Type Platformer "Not just for kids. There's plenty here to challenge older gamers" 

UFC: TAPOUT Reviewed Issue 03 Type Beat”em-up “Brutal two-player fighter but a bit one-dimensional if it's just you” 

V8 SUPERCARS RACE DRIVER Reviewed Issue 14 Type Racing “Sadly, V8 games make up only a tiny portion of this fab game" 


| PRINCE OF PERSIA: THE 


SANDS OF TIME 

REVIEWED: Issue 25 

TYPE: Platform adventure 
| “A truly spectacular game. 
| You'd be nuts to miss it." 
| SCORE 9.4 


| 
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SPLINTER CELL: 
—”“ PANDORA TOMORROW 
| REVIEWED: Issue 25 
TYPE: Stealth adventure 
"Nail-biting story, fantastic 
| gameplay and multiplayer" 
SCORE 9.4 


WRATH UNLEASHED 


Ed REVIEWED: Issue 24 
TYPE: Strategy/fighting 
"A proud champion of strategy 
gaming in a world of action 
clones" 
SCORE 8.6 


V-RALLY 3 Reviewed Issue 16 Type Racing "The poor arcade-style cousin of the Colin McRae series" 

VEXX Reviewed Issue 15 Type Platform "An entertaining platform game with cut-throat difficulty. Very old-school” 

VOODOO VINCE Reviewed Issue 21 Type Platform “A cute little platformer with a dark sense of humour" 

WAKEBOARDING UNLEASHED Reviewed Issue 19 Type Extreme Sports "A wonderful blend of sporting realism and outrageous arcade action" 

WALLACE & GROMIT IN PROJECT ZOO Reviewed Issue 22 Type Action/Adventure “A platformer that proves a great game and licence can work together" 

WHACKED Reviewed Issue 11 Type Party “Rubbish and highly derivative. Try any other party game in the Xbox library instead” 
WORLD CHAMPIONSHIP SNOOKER 2003 Reviewed Issue 18 Type Sports “If you're into snooker, this game is the best of its kind" 

WORLD RACING Reviewed Issue 14 Type Racing “Mercedes Benz fans have found nirvana. The rest of us can look elsewhere” 
WORMS 3D Reviewed Issue 22 Type Party "A great party game that's let down by the lack of multiplayer options" 

WRECKLESS Reviewed Issue 02 Type Driving “Awesome demo of what Xbox can do, but not enough game in it” 

WWE RAW Reviewed Issue 07 Type Wrasslin’ “A decent grappler, but many of the details have fallen out of date” 

WWE RAW 2: RUTHLESS AGGRESSION Reviewed Issue 21 Type Wrasslin’ “The best wrestling game on Xbox - has every mode you could want" 

XBOX MUSIC MIXER Reviewed Issue 25 Type Karaoke “If it's pure party entertainment you're after, you won't do any better than this” 
X-MEN THE NEXT DIMENSION Reviewed Issue 12 Type Beat-em-up “Awkward controls, sluggish pace and uninspiring visuals” 

X-MEN: WOLVERINE'S REVENGE Reviewed Issue 16 Type Action/Adventure “Excellent mutant powers, but the controls are a bit unpolished” 

XGRA Reviewed Issue 21 Type Racing “Quantum Redshift is a better game, but there aren't many other futuristic racers” 
YAGER Reviewed Issue 12 Type Action/shooter “A unique, futuristic combat flight sim with a European flavour. Could've been longer" 
ZAPPER Reviewed Issue 16 Type Action “Made by the same people behind Frogger. Not terribly challenging” 


GRAND THEFT AUT 
DOUBLE PACK 
REVIEWED: Issue 23 
TYPE: Action/Adventure 
"Huge scope, loads to do, 
| dangerously addictive” 
| SCORE: 9.3 


| FIFA 2004 
REVIEWED: Issue 23 

| TYPE: Sports 

| “A job well done. EA has 
produced a top quality soccer 
game here" 
SCORE: 87 


NEED FOR SPEED 
UNDERGROUND 
REVIEWED: Issue 23 

TYPE: Racing 

"This racing game owns all 
with its sense of speed" 
SCORE: 8.9 


A KEVIN ACCEPTED THE DESIGN AWARD ON BEHALF OF T3'S EMILY HAMMOND AT THE IT JOURNO AWARDS LAST MONTH, BUT NOBODY HEARD THE ANNOUNCER SAY "...AND ACCEPTING THE AWARD ON BEHALF OF EMILY IS..." SO NOW THERE ARE A MISINFORMED FEW IN THE INDUSTRY WHO THINK KEVIN IS CALLED EMILY. WEIRD NAME FOR A GUY, ISN'T IT? 
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GETTING STARTED 


WHAT IS XBOX LIVE? 

Xbox Live is a service from Microsoft that 
lets you play your Xbox games online 
against friends and opponents from all 
over the world. It's more than just an 
online games service, though, as Xbox 
Live is like an enormous extension of 
your Xbox's existing abilities, offering you 
downloadable content, persistent game 
worlds, extra levels, maps and characters; 
and best of all, the ability to 
communicate with players using the 
Xbox Live Communicator headset 

and microphone. 


WHAT DO I NEED TO PLAY 
XBOX LIVE? 

- an Xbox 

- an Xbox Live Starter Kit 

- a broadband Internet connection 
- a valid credit card. 


HOW MUCH DOES XBOX LIVE 
COST? 

The Xbox Live Starter Kit costs $99.95, 
which pays for the Xbox Live 


Communicator headset and microphone, 
the Xbox Live Starter Kit with two demo 
games, and 12 months subscription to the 
Xbox Live online gaming service. After 12 
months, you'll need to renew the 
subscription if you want to continue 
playing on Xbox Live. 


A 


VVHAT IS BROADBAND AND 
WHY DO I WANT IT? 

'Broadband' is an umbrella term for a 
number of high-speed internet access 
options. Broadband connections can be 
made through a cable, like the one that's 
used with pay-TV, or through ADSL, which 
uses your existing telephone line. 

By far the best feature of broadband 
is its speed. A typical dial up connection 
downloads data at roughly 56 kilobytes 
per second (kbps) whereas a standard 
broadband connection can download 
data at approximately 256kbps. 

To put it in simple terms, if you were 
to picture your connection to the internet 
as a pipe, broadband gives you a much 
wider space to transfer date compared to 
dial up options. This means your overall 
Internet experience, be it online gaming, 
web surfing or otherwise, is significantly 
faster than through a dial up connection. 

In addition, broadband subscribers 
have full access to the net without having 
to dial up each time they want to 
connect. At the moment, the average dial 
up fee on a 56k modem is around 30 
cents per connection, and with most 
Internet users connecting to the Internet 
at least twice a day, its easy to see how 
broadband is an increasingly cost 
effective option. 

Finally, and most conveniently, 
broadband users can make full use of 


both their phones and faxes while 
connected to the Internet. Gone are the 
days of missed calls and hassles while 
you check your emails. Now you can be 
surfing the web and still be chatting to 
friends on the phone. 


WHAT'S THE DIFFERENCE 
BETWEEN CABLE AND ADSL? IS 
ONE BETTER THAN THE OTHER? 
The biggest difference between cable and 
ADSL is their availability in Australia. 
Since ADSL uses your existing phone line, 
the service is available in most suburban 
areas depending on your local exchange. 
Cable, on the other hand, is a little harder 
to come by. Unlike ADSL, cable utilises 
the optical cable network that has been 
laid in various suburbs throughout 
Australia. It's the same optical cable that 
is used to deliver pay TV to houses, so 
chances are that if your area can support 
pay TV, it can also support cable internet. 
For further information on broadband 
availability check BigPond's website at 
www.bigpond.com. 

Beyond this there are few differences 
between cable and ADSL that will affect 
your Internet experience. Ideally, cable 
can reach higher speeds than ADSL as it 
is uncapped but in truth the actual speed 
of cable fluctuates a great deal, making 
the end result similar for the two 
connection types. 
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BigPond offers a range of different pricing structures and 
accounts to suit your style of online usage, whether it be for 
gaming, browsing the Internet or both. The following account 
types have been singled out by BigPond as being the most 
appropriate options for Xbox owners who are planning on 
connecting to Xbox Live. 


ADSL 
BigPond ADSL 2GB 512/128kbps = $79.95 per month 
BigPond ADSL Unlimited 512/128kps = $89.95 per month 


CABLE 


BigPond Cable 200MB (uncapped/128kbps) = $29.95 per month 
BigPond Cable Unlimited (uncapped)/128kpbs = $59.95 per month 


INSTALLATION COST OPTIONS: 
BigPond Broadband ADSL Kit = $189 (on a 12 month contract) 
BigPond Broadband professional installation = $229 

- BigPond Broadband Cable professional installation = $189 


Check www.bigpond.com for the full schedule of fees and charges. 


Just like ICQ and MSN Messenger, you can add all your gaming buddies to your 
Friends List. You'll be able to know if they're online just by accessing the list, and you 
can even invite them to a multiplayer game with you. 


Is someone cheating, swearing, or being too abusive for your liking? Just hit the 


‘ignore’ button in the menu; and if you feel strongly enough about it, report them to 
Microsoft's administrators on your Xbox Live menu. 


For more information about Xbox Live, ou can visit Microsoft's official website at 
www.xbox.com/au/live, or call their telephone hotline on 1800 555 741. We'll also have 
updates on the latest developments in Xbox Live every issue, and we're working with 
game publishers to have more Live content available on our demo discs as well. 
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HOW TO CONNECT 
TO XBOX LIVE 


PROVIDED YOU HAVE a broadband Internet 
account and the Xbox Live Starter Kit, Microsoft 
recommends three different ways to hook your 
Xbox up to Xbox Live. They re all fairly simple to 
do, especially if you just think of the Xbox as a 
network device similar to a PC. 


DIRECT 

CONNECTION 

This is the simplest and 

easiest way to get on 

Xbox Live. Connect a LAN 

cable directly from your 
broadband Internet modem to your Xbox, then insert 
the Xbox Live Starter Disc. This style of connection effectively 
means your broadband connection won't be used for anything else 
except Xbox Live. 


ROUTER CONNECTION 
A router will split and manage the flow of data between multiple computers. Connect your 
broadband Internet modem to a router. Then connect a LAN cable from the router to your Xbox. 
With the router in place, it gives you the option of hooking up another cable from the router to 
your PC. Unlike the Direct Connection, this gives you the ability to get online and play Xbox Live 
without having to bother to switch the cables between different appliances. 


INTERNET CONNECTION SHARING 

If you're using Windows XP, you can use the “Internet Connection Sharing” to set up home 
network. Connect a cable between your broadband modem and your PC as you would with a 
regular Internet connection, then connect your Xbox to a spare Ethernet adapter on your PC. 
This is exactly like setting up a network with your PC, where your Xbox is being treated as 
another PC. Your PC will have to be switched on before you can play on Xbox Live. 


BIGFS 
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—. JOIN OUR LİVE 
COMMUNITY! 


Challenge Me Personals 

Fnding someone to play against on Xbox Live can be a frustrating process. There 
mightn't be enough people who like your game, or the people who do like it come 
from another country. If you want to find other like-minded Aussie gamers who are 


awake at the same time as you, send us your Gamer Tag and a brief description of 
the gamers you're looking for so that readers of OXM will be able to find you! 
Email all personals to staff@oxm.com.au with the subject line “Challenge Me". 


Think You're Famous? 

Send us your online war stories. The best one will be featured in our Player Profile. 
Email all stories to staff@oxm.com.au with the subject line "Player Profile", and 
don't forget to include a pic of yourself! 


Any Other Suggestions? 


Send us your suggestions for Xbox Live, GameArena and our Live community by 
emailing staff@oxm.com.au with the subject line "Live Feedback". 


LIVE 
WEBSPACE 


The Internet is alive with places to visit for all your Xbox Live gaming needs. Every 
month, we'll provide you with a round-up of the hottest places to visit, gossip at, 
sign up with and generally lurk about. 


RED VERSUS BLUE 
WWW.REDVSBLUE.COM 

So these guys were sitting around 
drinking beer one day and one of them 
says: “Hey guys, lets make a sitcom using 
the Halo engine about 2 squads fighting 
for dominance in a box canyon”. The 
other guys just look at each other, take 
another swig of their beers and reply 
“Okay”. The result is the funniest make- 
shift comedy you are likely to see this 
side of Southpark. Check it out. 


V8 SUPERCARS 2 
VVVVVVVSSUPERCARSGAME 
.COM.AU 

We've played this monster and we can 
tell you that it kicks serious booty. Gran 
Turismo 4 had better come up with 
something pretty spectacular if it's going 
to top this effort. Check the official 
website for all the information a 
salivating fan could possibly need, 
including track lists, car pics, screenshots, 
wallpapers and more. 


Secret Weapons 
Over Normandy 


The best flight sim on Xbox just got a new 
single player mission. A small American carrier 
task force has wandered within reach of 
Japanese ground-based aircraft. This mission 
challenges ace pilots to fly Japan's latest fighter, 
the Ki-61, and clear the skies of deadly 
American Corsairs to give the G4M1 "Betty" 
bombers a chance to hit the carrier. 


HTTP://WWW.CLASH.CC/ 
Want to take your online experience to 
the next level? Clash is the place to do it. 
Clash is one of the world's most popular 
Xbox Live tournament hubs, with 
thousands of Xbox gamers from all 
around the globe meeting up to compete 
for cash prizes. Hit the website now to 
register your Gamer Tag and then get on 
those servers to start winning big. 

Good luck 


CALL 1800830 020 TO JOIN BIGPOND BROADBAND TODAY E | G FION D' 
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^^ It's like a scene from Teen Wolf. Only without the fur or teeth. 


NHL RINALS PODS 


Online, on ice, and on par with other XSN games 


WHEN WE reviewed NHL Rivals 2004 (Issue 
25, 8.0), we knew it was made for online 
play more than it was standard, offline 
scooting around with your puck. Although 
enjoyable, it didn't quite cut it above the 
likes of EA's NHL 2004 (Issue 21, 77), but with 
Live and XSN it comes alive. Of course, 


there's the stat-chasing and leader board 
goodness of the network, but there’s also an 
exclusive online mode that adds a little spice 
to things. Called Pick Up Hockey, it allows up 
to six different players to play against each 
other on a frozen pond away from 
commentators and crowds. It's a great touch, 


^ If people trip you up, then get up and give them a swift pounding in the face. 
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RATING 


especially as it focuses entirely on the sport 
rather than the razzmatazz that surrounds it. 
There's virtually no lagging or drop out, 
but NHL Rivals 2004 remains weak 
compared to its counterparts. If you really 
must have it for the XSN compatibility, then 
go for it, otherwise wait for something better. 


^* The new two-player mission is great for practising your dogfighting technique. 


^* Something tells us you should be shooting backwards instead. 


SECRET WEAPONS ONER NORMANDY 


A whole airfield of downloadable goodies for you 


SECRET WEAPONS Over Normandy (Issue 24, 
8.0) fans will be in a tail spin with the recent 
release of a bundle of added extras. Two 
news planes have been added to the online 
hangar, both of which differ greatly from the 
standard planes already in the game. The 
Hel62 was a top secret Nazi fighter jet known 
as the Volksjager (People's Plane) and, 
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although it never saw service, its jets ensured 
it moved incredibly swiftly (great for dogfights 
if you're thinking of downloading it). 

The second plane available for 
download is the Italian Macchi 202, the first 
non-German or Allied craft, which is a swift 
and accurate fighter plane, ideal for 
outrunning pursuing enemies. 


RATING 
New missions up for grabs include the Eer 
two-player Furious Engel (sic), which is an ; 
action-packed vertigo-inducing mission, and 
the single-player Escape From Tripoli, in 
which you must outrun Allied pursuers as 
they bomb your landing strip and centre of 
operations. It's harder than it sounds too, 
trust us, but you'll love every minute of it. 
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Buckle up because Crimson Skies® is a deadly ride. Play single 
player as an air pirate at the helm of a tricked-out 1930s 
warplane. Because you're fuelled by revenge, anyone foolish 
enough to enter your airspace.is an enemy. Play on Xbox Live™ 
to pick a dogfight with up to 15 friends and strangers. Just 
remember, as you enjoy sending opponents into a fiery death 


spiral, someone probably has you in their crosshairs. Good luck, it's good to play together 


you are cleared to rule the skies. 
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"A new, exciting direction for military games... 
a true-to-life soldier experience" 
- Official Australian XBox Magazine 
"The most realistic, tactical combat 
strategy game ever." 
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Assume your command at 
www.fullspectrumwarrior.com 
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